THE ONE |) > > JUNE 1994 £3.95 —UM20) bie 12,000) 
FOR... | | 


A500/600 


And they've 
got completely 
ace things on 
them! 


PRESENTED WITHTHE OWE - JURE 1994 


oc P sygnosis 
86%-rated 


What, no disk? 
Ask the newsagent! 


Two huge and fully-playable levels from "a3 
ICE's horribly addictive aquatic puzzicr! @® om 


What, no disk? > 
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DELUXE PAINT3 CANNONFODDER ARCADE POOL CHAMP. MANAGER 93 
CD32 9.99 AM 6.99 


14.99 20.49 


CHAMPIONSHIP MANAGER 93/94 (END 


OF SEASON DATA DISK) (1 MEG) « 13.49 
CHAMPIONSHIP MANAGER COLLECTION 
(93/94 + UPDATE DISK) (1 MEG) 19.99 
CHAMPIONSHIP MANAGER 
ITALIA 93/94 (1 MEG) 17.49 
CHAOS ENGINE 13.99 
CIVILISATION (1 MEG) 23.49 
COMBAT AIR PATROL 20.49 
COMBAT CLASSICS 
Fis STRIKE EAGLE 2, 688 ATTACK 
UB, TEAM YANKEE) (1 MEG) (NO12) ...13.99 
AMIGA A1200 VERSION GAMES COOL SPOT “one 
AIRBUCKS 1.2 20.99 CORPORATION 000000000 oocccccccccccecceneenerees 8.99 
ALFRED CHICKEN 17.99 CORRUPTION (M/SCROLLS) 7.49 
ALIEN BREED 2 18.99 CRASH DUMMIES (1 MEG)« .......... 17.99 
BODY BLOWS .... 19.49 CRUISE FOR A CORPSE 11.99 
BODY BLOWS GALACTIC....o..o ooo eons 18.99 CRYSTAL KINGDOM DIZZY ...........00.0 9.49 
BURNING RUBBER .... 18.49 CURSE OF ENCHANTIA (1 MEG) 11.99 
CAPTIVE 2 - LIBERATION « 20.99 DARKSEED (1 MEG) ......... 21.49 
CHAOS ENGINE 18.49 DESERT STRIKE (1 MEG)..................... 19.49 
CIVILISATION AGA 18.99 DOGFIGHT (1 MEG) oo... ccccccceeseeees 22.99 
DENNIS ....... : a 19.49 DREAMLANDS 
GUNSHIP 2000 + .... vceveee20.49 
HEIMDALL 2- BANE OF ASGARD * 21.49 {SHAR G MEG) Or MASTER, ggg 
ISHAR 2 - LEGIONS OF CHAOS oe et ene 
JAMES POND 3 - OPERATION STARFISH* 19.99 DUNE 2 - BATTLE FOR 
JURASSIC PARK 19.49 ARRAKIS (1 MEG) .-20.49 
KINGS QUEST 6. 22.99 DYNA BLASTERS (NO12) ..................... 20.49 
MAN UTD PREMIER LEAGUE CHAMPIONS 18.99 ELITE .... ++++,9.49 
MR NUTZ ‘ 19.49 ELITE2 (FRONTIER) (1 MEG) se, 
NIGEL MANSELL'S WORLD CHAMP’SHIP ...18.49 EUROPEAN CHAMPIONS (1 MEG).........17.99 
OUT TO LUNCH « 18.49 EYE OF THE BEHOLDER (SSI) (1 MEG) 12.49 
RISE OF THE ROBOTS 25.99 EYE OF THE BEHOLDER 2 (1 MEG) ......24.49 
ROBOCOD (AEG) 19.49 F1(DOMARK) (1 MEG) ...................... 7.99 
RYDER CUP..... 18.49 F117A STEALTH FIGHTER 2.0(1 MEG) 22.99 
SABRE TEAM « 18.99 19 STEALTH FIGHTER (NOP) 6.99 
SIM LIFE 22.99 F29 RETALIATOR (1 MEG) 10.49 
enon THE SORCERER 24.49 FACE OFF ICE HOCKEY (NO12) 9.49 
SOCCER KID . -19.49 FANTASTIC WORLDS 
STAR TREK - 25TH ANNIVERSARY (REALMS, PIRATES, MEGA LO MANIA, 
(HARD DRIVE ONLY)........ ; 22.49 POPULOUS, WONDERLAND) 
WEMBLEY - INTERNATIONA Ae1799 (MEG) (NON2) 23.40 
ZOOL ers: L SOCCE 7 ~ FIRST SAMURAI + MEGA LO 
FLAMES OF FREEDOM MIDWINTER ‘ioe 
FLAM (MIDWINTER 2) 10.99 
AMIGA GAMES FLASHBACK (1 MEG)... 20.99 
FOR OUR FULL SELECTION OF AMIGA FLY HARDER .... 9.49 
GAMES PLEASE ASK FOR A FREE 16- FORMULA 1 GRAND PRIX 22.99 
PAGE COLOUR CATALOGUE GENES (1 MEG) . 20 ae 
A-TRAIN (1 MEG) ; 13.99 ie rs ‘Anos ae —“ 
A320 AIR-BUS (1 MEG) .... 18.99 CHCKET cea) an SS 18.49 
A320 AIRBUS (USA VERSION) (1 MEG) 22.49 GRAHAM GOOCH DATA DISK.. 12.99 
A320 APPROACH TRAINER (1 MEG) 16.99 GRAHAM TAYLOR'S SOCCER 
ADDAMS FAMILY a — 9.99 MANAGER (1 MEG) .......ccccccceceeseeeeees 9.49 
a a vases 18.49 GUNSHIP 2000 (1 MEG 99 
phen PO! “ “ae = HEIMDALL 2 - BANE OF ASGARD (1 MEG)* 21.49 
ALIEN BREED (SPECIAL ED) (1 CW YR TO} a 
ALIEN BREED 2 (1 MEG) 17.49 SORASIL (1 MEG) 16.99 
pve tty REE 7 - HIRED GUNS (1 MEG) 22.49 
APOCALYPSE (1 MEG) bo ag HISTORYLINE 1914-18 (1 MEG) .. 22.99 
AAA OTS. 9.49 [ROBOCOP, GHOSTBUSTERS 2 
ARC. ARCADE wOOL ONLY 6.99 6.99 INDIANA JONES ACTION, BATMAN 
(1 MEG) .... THE MOVIE) D/S (NOP) 10.99 
ARCHER MACLEAN’S POOL 13.49 
ASSASSIN REMIX ‘ 9.99 HOOK 11.49 
B17 FLYING FORTRESS (1 MEG) 2299 HUNTER (NO12) 7.99 
BATMAN THE MOVIE 7.99 K+ 7.99 
BATTLE ISLE 93 17.49 INDIANA JONES ADVENTURE 11.49 
BATTLECHESS 2 17.49 INDIANA JONES PATS OF ATLANTIS 
ADVENTURE (1 MEG) 24.49 
BATTLES OF TIME 
(PERFECT GENERAL, BATTLE ISLE, Serene rade aaacancaan Nace 
MEGA LO MANIA. FIRST WORLD CUP EDITION (1 MEG) 17.99 
SAMURAI) (1 MEG) « ie 21.49 { } 
INTERNATIONAL RUGBY CHALLENGE ...9.99 
BENEATH THE STEEL SKY (1 MEG) .. 23.49 ISHAR 2 - LEGIONS OF CHAOS (1 MEG) 11.49 
BIRDS OF PREY (1 MEG) (NO12) 11.99 IT CAME FROM THE DESERT PLUS 
BLACK CRYPT (1 MEG)..................... 11.49 ANT HEADS DATA DISK (1 MEG) 14.99 
BLUES BROTHERS 7.49 JAGUAR XJ220 (1 MEG) 9.49 
BODY BLOWS (1 MEG) ..... 12.49 JAMES POND 8.49 
BODY BLOWS GALACTIC (1 MEG) 17.49 JET STRIKE .. 17.99 
BRIAN THE LION 000. ceecceeeeee 17.99 JIMMY WHITES SNOOKER (NO12) 13.49 
BRUTAL FOOTBALL © ooo. occcceeeee 13.99 JINXTER (M/SCROLLS) .... 4.49 
BUBBA ‘N’ STIX 16.99 JOHN MADDEN’S (U 3 FOOTBALL 11.49 
CAESER DELUXE 18.49 JURASSIC PARK (1 MEG) 17.99 
CAMPAIGN 2 (1 MEG) 22.99 K240 (UTOPIA 2) (1 MEG) 18.49 
CANNON FODDER (1 MEG).................. 49 KINGMAKER (1 MEG) 23.49 
CHAMPIONSHIP MANAGER 93 UPDATE KINGS QUEST 1 oo... oocccoue. 11,49 
DISK (1 MEG)... 9.49 KINGS QUEST 2(1 MEG)« ... 10.99 
CHAMPIONSHIP MANAGER 93/94 (1 MEG) 9.99 KINGS QUEST 6 { MEG) ..... 22.99 
KNIGHTS OF THE SKY (1 MEG) 12.99 


FREE PRINTER LEAD WITH ALL PRINTERS 


PANASONIC KXP2123 


COLOUR PRINTER 

24 PIN, 80 COLUMN, 192 CPS/64LQ, 7 FONTS 

(1 SCALABLE), EXTREMELY QUIET 43.5 DBA NOISE 
LEVEL, WITH FREE WORDWORTH WORD 
PROCESSOR AND FREE PRINTER LEAD 

1 YEAR WARRANTY. 


189.99 


CANNON BJ10 SX 


BUBBLE JET PRINTER 
64 NOZZLE, 80 COLUMN, 110LQ CPS 2LQ/3 DRAFT FONT 
PORTABLE PRINTER, VERY QUIET IN OPERATION YET 
} GIVING OUTSTANDING PRINT QUALITY. 
FREE PRINTER LEAD 1 YEAR WARRANTY. 
185.99 


CITIZEN SWIFT 90C COLOUR PRINTER 
9 PIN, 80 COLUMN, 240CPS/S4NLQ, 6NLQ FONTS, 

A PIN PRINTER WITH COLOUR FACILITY AND FULL 
PAPER HANDLING FUNCTIONS 

FREE PRINTER LEAD. 2 

YEAR WARRANTY, 


154.99 


CITIZEN ABC PRINTER WITH COLOUR KIT 
24 PIN, 80 COLUMN, 192CPS/64LQ, 5LQ/1 DRAFT FONT 
THE EASIEST TO USE PRINTER ON THE MARKET 
COMPLETE WITH FREE CITIZEN EASYSTART SOFTWARE 
FOR BOTH AMIGA AND PC 

FREE PRINTER LEAD. 2 YEAR WARRANTY 

164.99 


CITIZEN SWIFT 200C PRINTER WITH 
COLOUR KIT 

24 PIN, 80 COLUMN, 216PS/72LQ 6 LQ/1, DRAFT FONT, 
AUTO SET FACILITY, INPUT DATA BUFFER, 

AUTO PAPER LOADING, ENVELOPE PRINTING, 

2 YEAR WARRANTY, FREE PRINTER LEAD 

189.99 


CITIZEN PRINTER DRIVER KIT FOR AMIGA. SUITS ALL WORKBENCH VERSIONS 
FROM 1.3 TO 3.0 ENHANCES PRINT QUALITY FROM CITIZEN SWIFT PRINTERS. 
GIVES OUTSTANDING RESULTS . cous 


PRINTER STAND FOR ANY PRINTER 7.99 


9.99 


LAMBORGHINI... ....cccccceoseseees 
LASER SQUAD « 
LEGEND (WORLD OF LEGEND) 

LEISURE SUIT LARRY 1 (1 MEG) 
LEISURE SUIT LARRY 2 (1 MEG) 


LEISURE SUIT LARRY 3 (1 MEG) +... 


LEMMINGS 2 


LEMMINGS DATA DISK - OH NO!............ 


LINKS - (GOLF) (HARD DRIVE 
REQUIRED) (1 MEG) .. 
LOMBARD RAC RALLY 
LORDS OF CHAOS « 
LOST VIKINGS. 


a 


LOTUS 3 - THE FINAL CHALLENGE hist, 


(1 MEG) (NO12) 
MAELSTROM (1 MEG) « 
MAN UTD PREMIER LEAGUE 
CHAMPIONS (1 MEG) 
MANCHESTE 


SS pemaneansen 


MANCHESTER UNITED EUROPE......... 


MICRO MACHINES 


MICROPROSE 30 GOLF (1 commied : 
MONO! : 


POLY 
MORTAL KOMBAT (1 MEG) .. 
MR NUTZ® .. ios 
NICK FALDO’S GOLF ...... 
NIGEL MANSELL'S WORLD 
CHAMP’SHIP (1 MEG) 
OVERDRIVE (1 MEG) 
PARASOL STARS 
PERIHELION (1 MEG) 
PGA TOUR GOLF 


PINBALL DOUBLE PACK (1 MEG 
(PINBALL DREAMS & FANTASIES) 


PINBALL DREAMS (1 MEG) 
PINBALL FANTASIES....... 

POLICE QUEST 1-...... 
POOLS OF DARKNESS 


POPULOUS & PROMISED LANDS (NO12) 


POWER UP 
(CHASE H.Q, TURRICAN, X-OUT, 


ALTERED BEAST, RAINBOW ISLANDS) 
POWERMONGER + WW1 DATA DISK 


(NO12) 

PREMIER MANAGER (1 MEG) 
PREMIER MANAGER 2 (1 MEG) 
PREMIERE (1 MEG) (NO12) 
PRINCE OF PERSIA (1 MEG) 
PROJECT X (SPECIAL ED) (1 MEG) 
PUGGSY (1 MEG) 


QUEST & GLORY 
(BLOODWYCH, MIDWINTER, 
CADAVER, BAT) (NO12) 


RAILROAD TYCOON (1 MEG) (NOP 
RAINBOW COLLECTION 


» eins 


(BUBBLE BOBBLE, RAINBOW ISLANDS, 


NEW ZEALAND STORY) (NOP) 


REACH FOR THE SKIES 
ROAD RASH 

ROBOCOP 3 (NO12) 

RORKE'S DRIFT i 
RULES OF ENGAGEMENT 2 
SABRE TEA 

SCRABBLE (us GOLD) 


SECOND SAMURAI (1 MEG) (NO12) . 
(1 MEG) 


SECRET OF MONKEY ISLAN' 


SECRET OF MONKEY ISLAND 2 (1 MEG) 


SENSIBLE SOCCER (92/93 SEA 
SENSIBLE SOCCER - 
EDITION (1 MEG) «....... 
a, eae 
SHADOWLANDS ...... 
SHADOWORLDS (NO12) .. 


INTERNATIONAL 


SIERRA SOCCER (WORLD — mee 


EDITION) (1 MEG) « 
SILENT SERVICE 2 (1 MEG) 


SIM CITY DELUXE 
(SIM CITY, FUTURE CITIES & 
TERRAIN EDITOR) ..... 


SIM CITY AND LEMMINGS (NO12) 
SIMON THE SORCERER ( 1 MEG) 
SKID MARKS (1 wend 

SOCCER KID ; 
SPACE HULK 


SPACE LEGENDS 


(WING COMMANDER, MEGATRAVELLER, 
9 


ELITE) (1 MEG)« . 


SPACE QUEST 1 .... 
SPECIAL FORCES a MEG) . 
SPEEDBALL 2 ... 


LOTUS TURBO CHALLENGE 
MARKO’'S ae FOOTBALL 
MEGA GAM 


C3 
SONIC THE HEDGEHOG 
SPEEDBALL 2 ... 
STREETFIGHTER 2 - 
CHAMPIONSHIP EDITION 
STREETS OF RAGE 2 
SUPER KICK OFF 
SUPER MONACO GP 


LETHAL ENFORCERS (WITH LIGHT GUN) 


este Ag CUP (TALIA ‘90, COLUMNS, S' 


B29 


— 


7.99 


aeoos NS 


88 $382 % 


-..13.99 


SSS 


22.99 
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' 
PREMIER MANAGER 2 REACH FOR THE SKIES 


14.99 
SPORTS MASTERS 


PGA GOLF, INDY 500, ADVANTAGE 
ENNIS, EUROPEAN CHAMPIONSHIP’S 


1992) (1 MEG) (NO12) 13.99 
STARDUST 12.49 
STREETFIGHTER 2 11.49 
SUPER FROG (1 MEG) 16.99 
SUPER HANG ON 7.99 
SUPER TETRIS 12.99 
SYNDICATE (1 MEG) 22.49 
TEAM 17 COLLECTION 

(BODY BLOWS, SUPER FROG, 

OVERDRIVE) « 26.99 
TETRIS - 7 COLOURS « 16.99 
THE BLUE & THE GREY (1 MEG) 21.49 
THE GREATEST 

(JIMMY WHITES, LURE OF THE 

TEMPTRESS, DUNE) (1 MEG) « 13.99 
THUNDERHAWK 9.49 
TITUS THE FOX 9.49 
TORNADO (1 MEG) 24.99 
UFO - ENEMY UNKNOWN (1 MEG) . 23.49 
ULTIMA 5 (NO12) 7.99 
UNIVERSE (1 MEG) « 22.49 
URIDIUM 2 (1 MEG) .... 17.99 
Lange FIELD OF CONQUEST (1 MEG) 11.49 
I Se coe 18.49 
WEMBLEY - RUGBY LEAGUE (1 MEG) 17.99 
WHEN TWO WORLDS WAR (1 MEG) 21.49 
WING COMMANDER 1 (1 MEG) 9.99 
WINTER GOLD « . ia 12.49 
WINTER OLYMPICS 21.49 
Lt gg: i ae 20.49 
WWF WRESTLING 2 a wad 8.99 
XMAS LEMMINGS . 12.99 
ZOOL (1 MEG) 12.49 
ZOOL 2 (1 MEG) 16.99 


AMIGA EDUCATIONAL 
FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 


10 OUT OF 10 - EARLY ESSENTIALS 
(1 MB, AGES 3-7, CREATES AN IDEAL 
FOUNDATION FOR CHILDREN 

TO BUILD ON) 


10 OUT OF 10 - ENGLISH (1 MB, AGES 
6-16, COVERS MAJOR AREAS OF THE 
NATIONAL CURRICULUM) utes 


10 OUT OF 10 - JUNIOR ESSENTIALS 
(1 MB, AGES 5-11, BUILDING 
FOUNDATIONS FOR MANY AREAS OF 
THE NATIONAL CURRICULUM) ........ 


10 OUT OF 10 - MATHS NUMBERS 
(1 MB, AGES 6-16, COVERS MAJOR 
AREAS OF NATIONAL CURRICULUM) ... 18.99 


ADI GCSE ENGLISH PACK (14-16 YEARS) 
1 MB, DOUBLE AGE GROUP PACK 
THE PERFECT GCSE REVISION TOOL « ...22.99 


ADI GCSE FRENCH PACK (14-16 YEARS) 
1 MB, DOUBLE AGE GROUP PACK. THE 
PERFECT GCSE REVISION TOOL « ......22.99 


ADI GCSE MATHS PACK (14-16 YEARS). 
1 MB, DOUBLE AGE GROUP PACK. THE 
PERFECT GCSE REVISION TOOL « ......22.99 


AMOS EASY (1 MB, FIRST STEPS 


18.99 


18.99 


.. 18.99 


TO PROGRAMMING) 22.99 
FUN SCHOOL 3 (2-5 YRS) 14.99 
FUN SCHOOL 3 (5-7 YRS) 14.99 


FUN SCHOOL 4 (5-7 YRS) 
FUN SCHOOL 4 (7+ YRS) 


FUN SCHOOL SPECIAL - 
MATHS (7-11 YRS) 


MERLIN'S 
ibedtnauideucne 
FUN SCHOOL SPECIAL - PAINT 'N 


CREATE EDUCATIONAL ART (5+ YRS) 17.99 
FUN SCHOOL SPECIAL - SPELLING 

FAIR (7-13 YRS) 17.99 
MICRO ENGLISH 

(8 YRS TO GCSE. CONFORMS TO 

NATIONAL CURRICULUM) ..18.99 


MICRO FRENCH (BEGINNER TO GCSE. 
CONFORMS TO NATIONAL CURRICULUM) 
NOW FEATURES REAL SPEECH .18.99 


MICRO GERMAN (BEGINNER TO GCSE 
AND BUSINESS LEVEL. CONFORMS TO 
NATIONAL CURRICULUM) 

NOW FEATURES REAL SPEECH 


SEGA GAME GEAR GAMES 
ALADDIN 26 
ASTERIX 2 - THE SECRET MISSION 
CHUCK ROCK 2: SON OF CHUCK . 


... 18,99 


COL IS bcenedscdisdsectbesscecasts cendnscouae 9.99 
COSMIC SPACEHEAD -s-- 18.99 
DESERT STRIKE 24.49 
MICRO MACHINES 24.99 
NBA JAM 28.99 
OTTIFANT 19.99 
ROBOCOD .22.99 
SENSIBLE SOCCER 22.99 
SONIC CHAOS 24.49 
SUPER MONACO GP 12.99 
TAZMANIA 19.99 
WORLD CUP USA '94 © ooo ccccceeees 24.99 


SUPER NES GAMES 


ALADDIN 
BOXING LEGEND OF THE RING 
BRETT HULL ICE HOCKEY ..... 
CHUCK ROCK . 
DENNIS 
DESERT FIGHTER 
EQUINOX ... 
F-ZERO ...... 

FIFA SOCCER - 
GOOF TROOP 
HOOK 


JOHN MADDEN ‘93 
JURASSIC PARK 
KICK OFF 3 
KRUSTY’S FUN HOUSE 
LETHAL ENFORCERS = LIGHT GUN) 
MARIO ALL STARS 
MARIO IS MISSING 
MORTAL KOMBAT . 
PGA TOUR GOLF 
PINK PANTHER 
R-TYPE 3 

ROCK AND ROLL RACING 
SENSIBLE SOCCER 
SHADOWRUN .. 
SIMCITY . 
STARWING 
SUPER BOMBERMAN (4 PLAYER GAME) | 
SUPER JAMES POND 
SUPER MARIO KART 
SUPER SMASH TV 
WARPSPEED 
WORLD CUP STRIKER 
WORLD CUP USA ‘94 
WORLD LEAGUE BASKETBALL 
YOUNG MERLIN ....... 


ceveeee9.99 


sipiien sishietabiolebc kis kisewsiee 
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a=nw 
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A-TRAIN 
13.99 


MICRO MATHS (11 YRS TO GCSE 
CONFORMS TO NATIONAL 


CURRICULUM) 18.99 
MICRO SCIENCE (8 YRS TO GCSE 
CONFORMS TO NATIONAL 

CURRICULUM) (1 MB) 18.99 


MICRO SPANISH (1 MB). BEGINNER TO 
GCSE. CONFORMS TO NATIONAL 


CURRICULUM 18.99 
NODDY'S BIG ADVENTURE 

(FOLLOW UP TO NODDY'S PLAYTIME) 18.99 
NODDY'S PLAYTIME 

(EDUCATIONAL PROGRAM FOR 

CHILDREN AGED 3+) (1 MB) 18.99 


AMIGA A1200 VERSION 
APPLICATIONS 


BRILLIANCE AGA 

(2 MB MINIMUM, 2 DISK DRIVES OR 

HARD DRIVE REQUIRED, PROFESSIONAL 
PAINT AND ANIMATION PACKAGE FOR 
OUTSTANDING RESULTS. FEATURES 

ALL AMIGA SCREEN MODES 

INCLUDING AGA) 114.99 


DELUXE PAINT 4 (AGA FOR AMIGA 1200 
WORKS IN 256 COLOUR AND NEW 8-BiT 
HAM MODE, 2 DISK DRIVES 
RECOMMENDED) .-59.99 


VISTA PRO (LITE VERSION). REQUIRES 
HARD DRIVE. CREATE SPECTACULAR 
VIRTUAL WORLDS WITH THIS POWERFUL 
SCENERY CREATOR AND ANIMATOR. 
SPECIAL LITE VERSION TO RUN ON 
A1200 OR ABOVE « , 44.99 


AMIGA APPLICATIONS 
FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 


AMOS CRAFT. ADD ON EXTENSION TO 
AMOS GIVING OVER 160 NEW COMMANDS 
AND INSTRUCTIONS TO GIVE AMOS OR 
AMOS PROFESSIONAL GREATER 
FLEXIBILITY AND POWER. REQUIRES 


AMOS OR AMOS PROFESSIONAL ° . 19.99 
AMOS EASY (1 MB, FIRST STEPS 
TO PROGRAMMING) ...... . 22.99 


AMOS PROFESSIONAL (1 MB, 
PROFESSIONAL VERSION OF WORLDS 
BEST SELLING GAMES CREATOR) MORE 
COMMANDS, MORE FLEXIBILITY AND 
BETTER USER INTERFACE ... ségeeeen 31.99 


AMOS PROFESSIONAL COMPILER 
(COMPILES AND SPEEDS UP PROGRAMS 
WRITTEN IN AMOS, EASY AMOS OR 
AMOS PROFESSIONAL) 


BLITZ BASIC 2. A BRAND NEW FAST 

AND EASY TO USE VERSION OF BASIC 
COMPLETE WITH MANUAL AND COMPILER 
SYSTEM. THE HOTTEST NEW 
PROGRAMMING LANGUAGE AVAILABLE 
THE TOP SELLING SKID MARKS GAME 

WAS CREATED WITH BLITZ BASIC 2 «...56.99 


DELUXE PAINT 3. A VERY POWERFUL 
ART AND ANIMATION PACKAGE WITH 
EXTENSIVE FEATURES. A BEST SELLER 
AND A TOP AWARD WINNER. MANY FONT 
AND PRINTING OPTIONS AND SAMPLE 


24.99 


ANIMATION AND ART INCLUDED 14.99 
DELUXE PAINT 4 (1 MB) (HAM 
MODE & ANIMATION) ..... 59.99 


FUN SCHOOL SPECIAL - PAINT 'N 
CREATE EDUCATIONAL ART (5+ YRS) 17.99 


HANNA BARBERA ANIMATION WORKSHOP 

1 MB, EXCELLENT ANIMATION PACKAGE 
CAPABLE OF CREATING CARTOONS AND 
QUALITY ANIMATIONS « ..-27,99 


HOME ACCOUNTS 9.99 


KIND WORDS 3 WORD PROCESSOR 
SUPERB FULLY FEATURED PACKAGE 
OR LOW PRICE. 2 DISK DRIVES 

RECOMMENDED) : 19.99 


MINI OFFICE (1 MB, WORD PROCESSOR, 
SPREADSHEET, DATABASE AND DISK 
UTILITIES)....... 35.99 


DIGITAL VIDEO CD's 
FOR CD 32 WITH FMV ADAPTOR 
PLEASE NOTE WE ONLY ACCEPT POSTED 
ORDERS FOR CO's WITH AN 18 RATING. 
PLEASE STATE "| AM OVER 18° ON YOUR ORDER 


BEVERLY HILLS COP (RATED 15) 15.99 
BLACK RAIN (RATED 18) 15.99 
BOB MARLEY - THE LEGEND 15.99 
BON JOVI - KEEP THE FAITH 15.99 
BRYAN ADAMS - 

WAKING UP THE NEIGHBOURS 15.99 
FATAL ATTRACTION (RATED 18) 15.99 
GHOST (RATED 15) 15.99 


CD BASED CONSOLE WITH A1200 32-BiT 
POWER. 262,000 COLOURS FROM A 
PALLETTE OF 16.7 MILLION, 2 MB RAM, FAST 
14 MHz 68020 PROCESSOR. PLAYS AUDIO 
CD's VIA ON SCREEN DISPLAY AND DIGITAL 
VIDEO CD's WITH OPTIONAL FMV ADAPTOR. 


AMIGA CD32 SPECTACULAR VOYAGE PACK 
WITH MICROCOSM AND CHAOS ENGINE PLUS ADDITIONAL 
WING COMMANDER, OSCAR, DIGGERS, DANGEROUS 

STREETS (WHILE STOCKS LAST) 


COMMODORE CONTROL PAD FOR AMIGA CD-32 sdaseoaes 
DYNAMICS CONTROL PAD FOR AMIGA CD-32 (NEW) 


COMMODORE FULL MOTION VIDEO-CD MODULE FOR AMIGA CD-32. 

GIVES CD-32 HIGH QUALITY FULL MOTION VIDEO CAPABILITY FOR MOVIES, 
MUSIC VIDEOS AND GAMES THAT FEATURE FULL MOTION VIDEO 
GAMEPLAY. SIMPLY SLOTS INTO BACK OF CD-32. 


seen oie 


ou) -UCh 


pean Champions 


SENSIBLE SOCCER TRIVIAL PURSUIT 
13.99 


CD32 19.99 


MONEY MATTERS (HOME ACCOUNTS 3) 
LATEST VERSION OF THE EXCELLENT 
MONEY PACKAGE FROM DIGITA 


PEN PAL WORD PROCESSOR 


PUBLISHER (PAGE LAYOUT PACKAGE) 
CAN PRODUCE BLACK AND WHITE 
NEWSLETTERS, FLYERS, ANNUAL 
REPORTS AND MAGAZINES. REQUIRES 
ONE EXTERNAL DISK DRIVE OR HARD 
DRIVE (1 MB) (NO12) 19.99 


WORDWORTH DEALS 
WORDWORTH V.2 WORD PROCESSOR 
(REQUIRES 1 MB RAM, AGA COMPATIBLE, 
2 DISK DRIVES RECOMMENDED) 
NEW LOWER PRICE 


WORDWORTH V.3 WORD PROCESSOR 
(REQUIRES 2 MB RAM, AGA COMPATIBLE, 
2 DISK DRIVES OR HARD DRIVE REQUIRED 
THE LATEST AND BEST VERSION OF TOP 
QUALITY WORD PROCESSOR/PUBLISHER 
SYSTEM. RRP 149.99. LAUNCH OFFER 
WHILE STOCKS LAST -..... 


AMIGA CD32 CD's 
FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 


ALFRED CHICKEN ............. 
ALIEN BREED 2 (CD32) « 
ALIEN BREED S/E + QWAK . 
ARABIAN NIGHTS (AGA) 
ARCADE POOL ONLY 9. 99° 
ARCADE POOL + 
ASSASSIN SPECIAL EDITION 
AND OVERDRIVE + 
BATTLECHESS + 
BRUTAL FOOTBALL + 
BUBBA ‘N’ STIX... 
BUBBLE AND SQUEAK + 
CANNON FODDER + 
CAPTIVE 2 - LIBERATION 
CEASAR/COHORT 2 + 
CHAOS ENGINE 
CHUCK ROCK + 
D/GENERATION 
DISPOSABLE HERO « 


DIZZY COLLECTION 

(DIZZY PRINCE OF YOLKFOLK, TREASURE 
ISLAND DIZZY, BUBBLE DIZZY, PANIC DIZZY, 
SPELLBOUND DIZZY, QUICKSNAX, FAST FOOD 
DIZZY, MAGICLAND DIZZY, FANTASY WORLD 
DIZZY, CRYSTAL KINGDOM DIZZY) « .-- 16.99 


ly Pee ee Ntvbites 
FIRE AND ICE « 

FIRE FORCE « 
FURY OF THE FURRIES «... 
GLOBAL EFFECT «........... 
GUNSHIP 2000 « 2 
HEREWITH THE CLUES «... 
HUMANS 1 & 2« 
JAMES POND 3 - OPERATION STARFISH « 
LABYRINTH OF TIME......... 

LEMMINGS « 
LITIL DIVIL.. vodaal 
LOTUS TRILOGY (LOTUS 1, 2, 3) ..... 
MEAN ARENA « 
MICROCOSM 
MORPH « 
NIGEL MANSELL'’S WORLD CHAMP’SHIP 
NO SECOND PRIZE ....... 

PINBALL FANTASIES. 
PINKIE ¢......... 
PIRATES GOLD 
PREMIERE « 
PROJECT X S/E + F17 CHALLENGE ...... 
ROBOCOD (JAMES POND _ 
SABRE TEAM ¢ 

SEEK & DESTROY 
SENSIBLE SOCCER ..... 
SKELETON KREW « 
tg Le seonsacevecuabeieemien 
SUPER STARDUST « 

SUPERFROG « vie 
TFX (DUE JUNE ‘94) . 
TRIVIAL PURSUIT « 
TURNING POINTS + 


ULTIMATE BODY BLOWS 
(BODY BLOWS & BODY 
BLOWS GALACTIC) 


WEMBLEY INTERNATIONAL SOCCER « 19.99 


35.99 
37.99 


39.99 


59.99 


9.99 


NSo5 
838 


= 
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AMIGA CD32 


HUNT FOR RED OCTOBER (RATED 15) 
INDECENT PROPOSAL (RATED 15) 
INXS - LIVE BABY LIVE .......... 
LIONEL RICHIE - BACK TO FRONT 
NAKED GUN 2 1/2 (RATED 15) 
PATRIOT GAMES (RATED 15) 
STAR TREK 1 (RATED PG) 

STAR TREK V! (RATED PG) 

STING - TEN SUMMONER’S TALES 
THE ESSENTIAL PAVAROTTI 

TINA TURNER - LIVE IN RIO 

TOP GUN (RATED PG) 

WAYNE’S WORLD (RATED 15) 
WITNESS (RATED 15) 


PHONE FOR A FREE CATALOGUE 0279 600204 


AMIGA A4000 
DESIGNED FOR THE HOME AND BUSINESS USER 


AMIGA A4000/030 4/214 4 MB RAM EXPANDABLE TO 16 MB. 214 MB IDE 
HARD DRIVE. FAST MOTOROLA 68030EC RUNNING AT 25 MHz. 
SPECTACULAR GRAPHICS FEATURING NEW AGA CHIPSET. 262,000 
COLOURS ON SCREEN FROM PALETTE OF 16.7 MILLION. WITH DELUXE 
PAINT IV AGA, WORDWORTH 2 AGA AND DIGITA PRINT MANAGER 
MONITOR NOT INCLUDED, CAN BE USED WITH ANY SCART TV. 

1 YEAR ON-SITE WARRANTY. FREE MEMBERSHIP 


—— ee eee 


a 


————— 


CIVILISATION AGA 
18.99 


BEST DEALS ON AMIGA A1200 


ALL A1200's INCLUDE 
MOUSE, BUILT-IN TV MODULATOR 


SPEEDBALL 2 
6.99 


er 
ee anil ww 


SPACE LEGENDS 
9.99 


> 


AUTOFIRE 
9.99 


SWIFT TP200 JOYPAD FOR 
AMIGA/ST. TURBO FIRE AND 


CM pees 


SKID MARKS 
18.49 


SETTLERS 
23.49 


ELITE 2 
19.99 


MEMORY 
512K AMIGA RAM NO CLOCK FOR A500 OR A500+ ...17.99 
512K AMIGA RAM + CLOCK FOR A500 OR A500+ 19.99 


1 MB A500 PLUS RAM UPGRADE + CLOCK 37.99 
RA PANDABLE TO 1 
PAST 14 MHz 68020 PROCESSOR, COMPETITION hie pesca Sone Roni hia 
NEW AGA GRAPHICS CHIP SET BE A Sta PLUGS DIRECTLY INTO SMART CARD SLOT 169.99 
256,000 SCREEN COLOURS FROM 16.7 MILLION OMEGA 4 MB RAM FOR AMIGA A1200. BOARD FITS INTO 
4 CHANNEL STEREO SOUND An RA THE TRAPDOOR RAM EXPANSION SLOT UNDERNEATH 


BUILT IN FLOPPY DISK DRIVE 
BUILT IN INTERNAL HARD DRIVE INTERFACE (IDE) 


AND 1 YEAR IN-HOME SERVICE WARRANTY WITH AUTOFI 


MICROSWITCHED 


THE COMPUTER. DOES NOT VOID WARRANTY. REAL 
TIME CLOCK INCLUDED. THIS RAM BOARD |S FULLY 


RE COMPATIBLE WITH THE OVERDRIVE HIGH 


11.99 “=a SPEED HARD DRIVES 189.99 
AMIGA A1200 2/0 DESKTOP DYNAMITE PACK | QUICKSHOT 137F PYTHON OMEGA FPU + 4 MB RAM FOR AMIGA A1200 
WITH WORDWORTH 2.0 AGA DESKTOP JOYSTICK FOR AMIGA/ST SPECIFICATION AS FOR OMEGA RAM BUT WITH 
PUBLISHER, DELUXE PAINT IV AGA, PRINT AUTOFIRE ADDITIONAL 68881 FLOATING POINT UNIT FOR 
MANAGER, OSCAR AND DENNIS 300.00 9.99 MATHS AND GRAPHICS ACCELERATION 209.99 
OR AS ABOVE WITH PLUS FOUR PACK 
(ELITE 2, BATMAN RETURNS, LEMMINGS 2 verion aon at a tea aM gee 
ISATION AGA TA 
Seren WON AGA) eastlcres — — Aree ag LF MULTIPLUG EXTENSION 
AMIGA A1200 2/0 COMBAT INNOVATIONS PACK with? RUTOSIRE PROTECTS AONE? 
WITH WORDWORTH 2.0 AGA DESKTOP 13.90 ELECTRICAL SURGES 
PUBLISHER, PERSONAL PAINT IV AGA, PRINT 26.99 
MANAGER, DAY BY DAY, TOTAL CARNAGE. SCORPION PLUS JOYSTICK FOR ANTLQUROR PLLIC ash 
BRIAN THE LION AND ZOOL 2 310.00 AMIGA/ST ARCADE STYLE WITH : > De aki aoe ries eee 
Hi-Fi AUDIO L . | 
OR AS ABOVE WITH PLUS FOUR PACK oo (1.5 METRES, 2 X PHONO PLUGS TO 2 X PHONO PLUGS) 
(ELITE 2, BATMAN RETURNS, LEMMINGS 2 CAN ALSO BE USED TO CONNECT STEREO VIDEO 
& CIVILISATION AGA) JUST ADD 29.99 TO HI-FI, AND HI-Fi SEPARATES TOGETHER 3.99 
OR AS ABOVE WITH A1200 CHAOS PACK JOYSTICK SPLITTER CABLE FOR AMIGA OR ST 
(CHAOS ENGINE, NICK FALDO GOLF, PINBALL QUICKSHOT 128F CONNECTS 2 JOYSTICKS TO 1 PORT 6.99 
FANTASY & SYNDICATE) JUST ADD 19.99 MAVERICK 1 JOYSTICK MONITOR LEAD - AMIGA CD32 TO PHILIPS 
FOR AMIGA/ST CM8833 MK2 OR CBM 1084S MONITOR 999 
AMIGA A1200 COMBAT INNOVATIONS PACK AUTOFIRE MONITOR LEAD - AMIGA TO PHILIPS 
AS ABOVE WITH INTERNAL 2.5" HARD DRIVE 11.99 CM8833 MK2 OR CBM 1084S MONITOR 9.99 


A1200 2/127 COMBAT + 127 MB DRIVE 534.00 NULL MODEM CABLE (CONNECTS 2 COMPUTERS 
A1200 2/200 COMBAT + 200 MB DRIVE 584.00 FREEWHEEL STEERING WHEEL FOR HEAD TO HEAD PLAYING ON CERTAIN GAMES 
A1200 2/340 COMBAT + 340 MB DRIVE 734.00 (DIGITAL) SUCH AS POPULOUS, FALCON, KNIGHTS OF THE SKY 
ADD A PLUS FOUR OR CHAOS PACK IF YOU WISH SUITS MOST FORMULA 1 GRAND PRIX AND VROOM) 9.99 
FOR HARD DRIVE PACKS PLEASE PHONE TO CHECK : 
LATEST PRICE AND AVAILABILITY oaes PRINTER LEAD (PARALLEL) 1.5 METRES 7.99 
28 90 SCART LEAD - AMIGA CD32 TOT wit SCART INPUT 
AMIGA A1200 2/0 LEMMINGS PACK ‘ RAE EA, Wee ee SEATE CANNEL. ......9.99 
WITH LEMMINGS AND DELUXE PAINT 3 .......270.00 SAITEK SCART LEAD BGA TORaETO aes 
OR AS ABOVE WITH PLUS FOUR PACK MEGAGRIP 2 SCART LEAD - AMIGA TO SAMSUNG 999 
(ELITE 2, BATMAN RETURNS, LEMMINGS 2 JOYSTICK SCART LEAD - AMIGA TO SONY TV 9.99 
T AGA TA FOR AMIGA/ST SCART LEAD - AMIGA TO TOSHIBAVHITACHI TV 9.99 
& CIVILISATION AGA) JUST ADD 29.99 
AUTOFIRE SCART LEAD - AMIGA TO TV WITH SCART INPUT 9.99 
OR fe bag Sad po tody 94 Maple “i 11.49 TV LEAD - AMIGA CD-32 TO SVHS TV OR VIDEO 9.99 
(CHAOS ENGINE, NICK FAL LF, PINBALL ¥ (SPECIA 
FANTASY & SYNDICATE) JUST ADD 19.99 SUPER PRO ZIP STICK SOOL MUPSENG TRUNOFOFEEE 
JOYSTICK FOR AMIGA/ST COOL RUNNING TRANSFORMER) 32.99 
DESKTOP DYNAMITE UPGRADE PACK ......... 54.99 MICROSWITCHED WITH COMPUTER CARE 
COMBAT INNOVATIONS UPGRADE PACK.......64.99 AUTOFIRE CLEANING KIT FOR COMPUTERS (WITH VACUUM) 17.90 
(ONLY AVAILABLE WHEN YOU BUY AN A1200 11.99 DUST COVER FOR 80 COLUMN PRINTER (CLEAR) ...4.99 


OR IF YOU HAVE RECENTLY BOUGHT ONE 


JOYSTICK FOR AMIGA/ST 


AMIGA A1200 LEMMINGS PACK MICROSWITCHED WITH 


AS ABOVE WITH INTERNAL 2.5" HARD DRIVE 


A1200 2/127 LEMMINGS + 127 MB DRIVE ......489.99 AUTOFIRE | 
A1200 2/200 LEMMINGS + 200 MB DRIVE 539.99 10.99 
PRICES INCLUDE LEMMINGS AND DELUXE PAINT 3 KONIX 
FOR HARD DRIVE PACKS PLEASE PHONE TO CHECK SPEEDKING 


LATEST PRICE AND AVAILABILITY 


AUTOFIRE 
A600's WHILE STOCKS LAST 11.98 
A600 COMPUTER WITH MOUSE SLIKSTIK 
BUILT IN TV MODULATOR, JOYSTICK 
1 MB RAM EXPANDABLE TO 10 MB FOR 
STEREO SOUND AMIGA/ST 
BUILT IN FLOPPY DISK DRIVE 5.99 
BUILT IN INTERNAL HARD DRIVE INTERFACE (IDE) 
AND 1 YEAR IN-HOME SERVICE WARRANTY QUICKJOY 


AMIGA A600 1/0 LEMMINGS PACK 
WITH LEMMINGS, DELUXE PAINT 3 


BOLLISTICK HAND HELD | | 


JOYSTICK FOR AMIGA/ST 


JET FIGHTER JOYSTICK FOR 
AMIGA/ST. MICROSWITCHED 
WITH AUTOFIRE 


DUST COVER FOR A1200 (CLEAR PVC) 4.99 
DUST COVER FOR A600 (CLEAR PVC) 4.99 
DUST COVER FOR A500 OR ATARI ST (CLEAR PVC) 4.99 
DUST COVER FOR MONITOR (CLEAR PVC) 5.99 


CONTROL CENTRES 
PREMIER CONTROL CENTRE FOR AMIGA 1200 
(STEEL MONITOR STAND WITH EXTRA SHELF FOR 
EXTERNAL DISK DRIVE AND ACCESSORIES 


CUSTOM FIT DESIGN) 39.99 
PREMIER CONTROL CENTRE FOR AMIGA A500 39.99 
PREMIER CONTROL CENTRE FOR AMIGA A600 34.99 


DIGITISERS SAMPLERS SCANNERS 
TECHNOSOUND TURBO 2 SOUND SAMPLER 
FOR AMIGA. SOFTWARE INCLUDES REAL TIME 
SPECIAL EFFECTS AND WORKS WITH ANY AMIGA 
1 MB RAM REQUIRED 26.99 


VIDI AMIGA 12 (AGA COMPATIBLE, CAPTURES 

COLOUR IMAGES FROM VIDEO MACHINE OR 
CAMCORDER. COMPATIBLE WITH TAKE 2, DELUXE 
PAINT 4 AND MOST ART PACKAGES) 89.99 


11. ZYDEC HANDY SCANNER FOR ANY AMIGA 
oe gpeelihage “ne fod de 200.00 - 99 100-400 DP! HIGH QUALITY RESOLUTION, 64 
A V ITH H K =e SIMULATED GREYSCALES, INCLUDES HIGHLY 
(CHAOS ENGINE, NICK FALDO GOLF, PINBALL = ~~ = jaca by yh ply kl ACCLAIMED DAATASCAN PROFESSIONAL 
FANTASY & SYNDICATE) JUST ADD 19.99 _—" FREE COLOUR CATALOGUE SOFTWARE PACKAGE 99 99 


OVERDRIVE HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 


THE FASTEST DRIVE EVER REVIEWED BY CU 
AVERAGE ACCESS TIME 12MS 
3.5" WESTERN DIGITAL CAVIAR HARD DRIVE 
EXTERNAL POWER SUPPLY 
STYLED TO MATCH AMIGA 
EASY INSTALLATION - PLUGS INTO PCMCIA SLOT 
AQ TOOLS AND 1 YEAR WARRANTY 
DOES NOT INVALIDATE WARRANTY 


OVERDRIVE 120 MB (DRIVE MECHANISM MAY VARY) 255.99 
OVERDRIVE 210 MB HARD DRIVE FOR AMIGA A1200 289.99 
OVERDRIVE 250 MB HARD DRIVE FOR AMIGA A1200 309.99 
OVERDRIVE 340 MB HARD DRIVE FOR AMIGA A1200 369.99 


OVERDRIVE 420 MB HARD DRIVE FOR AMIGA A1200 439. 
(THIS ITEM HAS AN EXTERNAL POWER SUPPLY IN LINE WITH COMMODORE RECOMMENDATIONS) 


CONNER HARD DRIVES FOR AMIGA A1200 & A600 


CONNER HARD DRIVE: (INTERNAL IDE, MODEL CP2064). HIGH SPEED 2.5” DRIVE, 
15 MS ACCESS TIME (APPROX). 32K CACHE AND ONE YEAR WARRANTY. KIT 
COMPLETE. NOTE THAT OPENING YOUR AMIGA MAY INVALIDATE THE WARRANTY 


CONNER 64 MB INTERNAL HARD DRIVE FOR AMIGA A1200 129.99 
CONNER 64 MB INTERNAL HARD DRIVE FOR AMIGA A600 129.99 
ALFA BLANK DISKS 
MEGAMOUSE 2 SONY PACK OF ry 
FOR AMIGA OR ST ; 
260 DPI, HIGH D800 35 RISKS I SONY DOUBLE 
QUALITY MOUSE ee ee DENSITY 3.5 
11.99 DISKS + CASE 

WITH LABELS & 

FREE PLASTIC 

LOGIC 3 FLIP TOP DISK 
SPEEDMOUSE BOX 6.99 

FOR AMIGA PACK OF 50 SONY DSDD DISKS 
12.99 WOT YT LAMIIILIS cotcovskvesechthenkeseconcctes 22.99 
PACK OF 10 TOK MF-2DD 3.5" DISKS ...7.99 
DISK BOXES 

wey. Uy DISK BOX 3.5" (120) LOCKABLE ......9.99 
LOCKABLE, DIVIDERS 9.99 
DISK BOX (10) PLASTIC FLIP TOP ...2.49 
3.5" DISK HEAD CLEANER 4.49 


MEDIA LIFE FILE 


DRAWER STACKABLE 
MOUSE MAT WITH 100 3.5" DISKS ...13.99 


SPONGE BACKING 200 3.5" DISKS ...15.99 
4.99 30 CD's 15.99 


SCART TV's AND MONITORS 


Connect your Amiga or CD32 to a TV 
with SCART input for a pixel-perfect 
monitor-quality picture. 


GOLDSTAR Ci14A80 14" COLOUR 

SCART TV/MONITOR WITH REMOTE 
CONTROL AND SCART INPUT, ON 

SCREEN DISPLAY, AUTO POWER OFF, 
SLEEP TIMER, ON TIMER, CHILD LOCK 
FREE SCART LEAD 169.99 
STATE AMIGA. CO32, MEGADRIVE 1 OR 2. OR SNES) 


SONY KVM1400 14” FST COLOUR SCART 
TV/MONITOR WITH REMOTE CONTROL 

60 CHANNEL TUNING, REAR SCART INPUT, 
HEADPHONE SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, LOOP AERIAL 


SONY KVM1400 (GREY) 194.99 
SONY KVM1400 (WHITE) 194.99 
SONY KVM1401BL FASTEXT 244.99 
FREE SCART LEAD 


STATE AMIGA, CO32. ST, MEGADRIVE 1 OR 2. OR SNES 


MICROVITEC 1438 

MULTI-SYNC MONITOR 

FOR AMIGA A1200/A4000 OR PC 
COMPLETE WITH STEREO SPEAKERS 
0.28 DOT PITCH RESOLUTION, 

15 PIN RGB DIN PLUG 

AMIGA ADAPTOR PLUG INCLUDED. 
SUITS ALL AMIGA AGA AND ALL PC 
SCREEN MODES TO SVGA 


1 YEAR WARRANTY 299.99 
SPEAKERS 
ZYDEC STEREO SPEAKERS FOR AMIGA OR CD-32 WITH BUILT-IN 
AMPLIFIER AND VOLUME CONTROLS. EXCELLENT QUALITY 
SOUND REPRODUCTION 27.99 


DISK DRIVES 
ZYDEC INTERNAL 3.5” DISK DRIVE FOR AMIGA A500 OR A500+. REPLACES 
EXISTING DRIVE. INVALIDATES WARRANTY WHEN FITTED. 49.99 


EXTERNAL 3.5" DISK DRIVE FOR ANY 
AMIGA WITH SONY /CITIZEN DRIVE 
MECHANISM. 880K FORMATTED 
CAPACITY, QUIET, HIGH QUALITY, SLIM 
LINE DESIGN, COLOUR MATCHED METAL 
CASE AND LONG REACH we ” 

52.99 | 


JOIN now from just £4.00 


Special Reserve Magazine 


48 Page colour club magazine sent bi-monthly to members 
~~ only. The latest Reviews, Charts & Release Schedule 


2 from our Huge Selection 


~< Disks, CD's, Cartridges, Utilities, Education, Home Office, 
_—— New Technology and Hardware. 16 Page colour catalogue. 


‘ at Best Possible Prices 


} Just one purchase from Special Reserve will normally 
* save you the cost of joining. Top discounts on all products. 


with our Special Deals 


~~B. Always hundreds of Special Reserve Offers. Top games at 
‘prices you won't believe and hardware at amazing reductions. 


with our XS Coupons 


_~ af. Money-off coupons worth over £180 a year off top games. 
a You'll find them on the back page of each club magazine. 


our FREE competitions 


Six reasons why over 200,000 have joined 
Special Reserve, the biggest games in the World! 


We only supply members but you can order as you join 
Just in the form below or phone. There's no obligation to buy. 


Ta 
\« 


‘ 


a 


‘ 
= lh. 


OPEN to DAILY or by Fax on: 0279 726842 
FREE 16-PAGE COLOUR CATALOGUE - JUST ASK 


yeeeeN 


SUPER NINTENDO 
STREETFIGHTER 
TURBO PACK 
WITH STREETFIGHTER TURBO GAME 
AND 1 CONTROL PAD............ccccceeeeseesees 95.99 


ATARI JAGUAR 64-BIT CONSOLE 

WITH JOYPAD AND CYBERMORPH GAME 
FIRST SUPPLIES EXPECTED IN JUNE 

FIRST COME FIRST SERVED 

GENUINE UK VERSION. ............cccccceeeees 229.99 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 
All prices include VAT and carriage to UK mainiand. See base of order form for s I 
overseas surcharges. We supply hardware orders to UK mainland addresses only bs | 


(PLEASE PRINT IN BLOCK CAPITALS) OBOE 


Name. 


| 
1 
i 
1 
1 
| 
, Address 6 A a Sa : 
| 
| 
| 
i 
1 
1 
1 
1 


_Postcode 


Machine 


Phone __ 
E 


nter membership number (if applicable) or 


item. 


fi 
f 
f item = 
\ 
fi 


! 

l 

i 

1 

| 

i Cheque/P.0,/Access Mastercard/Switch/Visa (Switch Issue No ee 
| 
ne 
: 

i 

! 


ard expiry date ___Signature 


BRZSASURRERO RRR RY 


Cheques payable to: SPECIAL RESERVE 
; P.O. BOX 847, HARLOW, CM21 9PH 


Overseas Orders Curcherge (EC or World) 
Software orders please add £2.00 per item. Non-software items 


please add 25%. Hardware items supplied to UK mainiand only. 
Overseas orders must be paid by credit card. 


Hello readers. We're being nice 
| to as many things as possible 
this issue so I'd like to kick-off 

Ww] the magazine by embracing 

my you all in a smooth and freshly- 

shaved male bonding kinda 
ma) way. Yummy. Now I'd like to 
invite you to be in our gang 
(see News) and join in the fun 
as we try to be ever-so-nice to arguably the worst 
games we've ever come across. For afters, there's 
plenty of fizzy pop in the fridge and Andy will be 
round later with the jelly, sausage rolls and lovely 
cheese and pineapple things on sticks. Thanks ever 
so much for reading this bit. Until next time, then. 
Kissy Kissy. 


SIMON BYRON, 
EDITOR. 


4 CONTENTS 


A lovingly-compiled list of what's in our inaugural 
Nice Issue. 


6 BOOT SECTOR 


Matt Broughton picks some buttercups and skips 
gaily through the delightful demos contained within 
our very pleasant disks. 


12 NEWS 


The sun peeks through the clouds high above 
Amiga Land and caresses all the scandal and 
rumour until they blossom into News. We print only 
the lovely stories about sick animals who have been 
made better. 


Telephone: (071) 972 6700 
Fax: (071) 972 6710 


Park Road 


PE1 2TR 
Telephone: (0733) 555161 


Airmail Zone 1: &75. 
Airmail Zone 2: &83. 18 LETTERS 
pean se proces wilh Aves Mac- We love you, we really do. No, really. And do you 

hdehe muolrinint, know why? Because you're great, that’s why. And 
at Attvers: Pain benot te teak atte. this is the part of the magazine where we pat you 
Lee Angapa ne: Mi on the back and get that funny gooey feeling in our 

1R. large stomachs. 
ofa » 22 WIN AN A1200! 
Coverdisks compiled by 4 ya 
Grants Computing. i Those guys and gals at Gremlin are really nice. 
Please send faulty And to prove it, they're going to give an A1200 
ional hides _ to one of you fortunate souls out there. And 
be Stenghdes Fabeal ‘some nice games too! 
Dla siareh tat ore coserdiok 
sent to us will 
ee ELEFMANIA.esccnssceens2 30 
co aac od yprbaen. meapealionaid “p< A500 owners have never had it 
system or transmit- “= so good! Pass-out as you dis- 

tibet Bago: oe tpi cover exactly what Terramarque 
ciherwae without te por and Renegade can do with your bog-stan- 
ak ies dard 1Mb Amiga and a bit of thick green 


gob (that last bit's optional, by the way). 


conte 


24 WHAT GOES UP MUST 
COME DOWN 


Unfortunately, Gary Penn is such a whingeing git 
that he can't be nice to anyone. So we've given him 
three pages to moan as much as he likes about the 
games you can expect to see over the coming year. 


28 MINE’S BETTER THAN 


YOURS 


Tony Bickley's an awfully decent chap, but he's got 
the unenviable task of trying to out-do Sensible Soc- 
cer with his official World Cup game. Join us as we 
sit cross-legged in the shag-pile carpet and watch 
weepy videos about girls in long dresses and blokes 
with waxed moustaches. 


31 WORK IN PROGRESS 


We invite all the recently-revealed Amiga games 
round to our house for tea with our parents. Ruff ‘n’ 
Tumble is particularly keen on strawberry jelly. Kick 
Off 3 scoffs all the pink wafers. And Dragonstone 
decides to do lots of nasty things with 
marshmallows and its nostrils. Not particularly nice. 


49 REVIEWS 


We did try to be nice to every game we checked out 
this month but unfortunately a couple of them were 
so bad we had to humiliate them publicly. Usually 
we like doing it, but this month it left a particularly 
bad taste in our mouths. 


76 UPDATES 


Serves one or two people. Take one standard Amiga 
game. Be nice to it for a very long period of time. 
Continue to be nice to it until the merest hint of an 
improvement or two becomes visible. Stroke the 
improvements until they grow into fully-blown 
enhancements. Simmer for a week and then release, 
usually for more money. 


82 REPLAYS! 


We welcome back our old mates Apidya, Dune and 
Body Blows, along with a few others and find out 
what they've been up to since we last rapped. 


84 WIN SOME GBH GAMES! 


Seeing as though we've reviewed all the budget 
games due out this side of 1997, we've had to fill a 
page with a groovy competition. So hold hands with 
the nice men and women at Gremlin again and win 
some of their games. 


85 WIN A BAR FOOTBALL 
TABLE! 

We team up with Software Business to give you — 
yes, you! — the chance to obtain a groovy table 
football thing for nought pee! 


GAMES FEATURED IN THIS ISSUE 


BENEATH A STEEL SKY TIPS 94 
BENEFACTOR REVIEW [ny 
BUMP ‘N’ BURN REVIEW ed 
CLIFFHANGER REVIEW 54 
DARKMERE TIPS 88 
BUMP ‘N’ DRAGONSTONE WiP 40 
BURN. ..n2c0002000298 ELFMANIA REVIEW a 


“Honestly, B ‘N’ B is tons of 
fun,” murmurs Matt through 
the hairs on his chinny-chin- 
chin (which make his gob 
look like a birds nest). That, 


EMBRYO P 
FURY OF THE FURRIES CD32 REVIEW 
GOBLINS 3 TIPS 


— 
~~ 


roughly translated, means he INTERNATIONAL KARATE + CD32 REVIEW 77 
likes Bump ‘n’ Burn quite a lot. 

Find out why (if you're really . JAMES POND 3 REVIEW 72 
that interested) on page 58. * KICK OFF 3 WIP 36 


S86 KILL ZONE LAST ACTION HERO REVIEW 64 


We've got the complete solutions to Darkmere and 
Beneath A Steel Sky right here and we're willing 

to share them with you, along with lots of 

other top-secret information we've man- 

aged to copy out of other magazines. 


100 KICK OFF 


= 


LOST VIKINGS CD32 REVIEW 42 


NAUGHTY ONES CD32 
ON THE BALL 
RUFF ‘N’ TUMBLE 


Once again we talk to those crazy mamas and one gathers most SENSIBLE WORLD OF SOCCER =—CHHINN-WWAG 
at Sensible Software and find out what little of them when See Veer CaS Bees 
they've done to Sensible World of Soccer since sliding down.” SIERRA SOCCER REVIEW 66 


we last spoke. 


102 RESULTS JUST IN! 


Discover how well you're doing in our fantastic 
Sensible Soccer Fancy Football Tournament. Do you 


2 
= 


SPACE CHECKERS 


STRIKER CD32 
SUPER PUTTY CD32 


stand to win £1000 — cash? Probably not. RUFF ‘N’ SUPER STARDUST wiP 
104 PD ZONE TUMBLE...32 SWITCHQUIZ REVIEW 68 
Matt reckons he's going to shave TACTICAL MANAGER REVIEW 60 
ere epee eared pretty s008 TOTAL CARNAGE A500 TU 77 
and to be quite honest we can't 
wait because he looks like a total TRAPS ‘N’ TREASURES REVIEW 70 
bloody spaz. | knew | couldn't VALHALLA REVIEW 56 
keep this niceness up for long. 

ZOOL 2 CD32 REVIEW 78 


107 BACK ISSUES 


Buy some back issues using the 
form on this page. Will that do? 


ON THE DISKS... 
Want to know how to play the FIVE THINGS 


108 SUBSCRIBE It's been a long time on this month's disks? Well kindly turn the 
| think that just about says it all. since anyone's cou- bloody page, then... Sek 0 Tinted 
pled a cute kid with i 
110 RECOMMENDED a huge sod-off gun, f | | 
Slipping back into our nice mood once again, we but thankfully Rene- SES. Kee 
reveal the year’s hottest games and explain why gade is set to put “3 @ B) 
every piece of software featured here deserves to that right with its GULP? 
be in your software collection. fantastic-looking | ee > 
platform-infested os rd. = 
114 NEXT MONTH blaster. Come with TMUNGIEUTEHAREIES 
What really goes on when the software industry us as we take a ‘Sepepeanasataaie | 
meets up in London to talk ‘shop’? Find out as we sneaky peak. 


expose the sordid goings-on at the recent European 
Computer Trade Show. 


LOADING 
YOUR DISKS 


1. Take the disk of your choice 
from the cover of this magnifi- 
cent publication. 

2. Insert the disk into that invit- 
ing orifice we call the disk drive, 
and turn on your Amiga. 

3. Have a jolly good look at the 
menu and select the demo of 
your choice using either the func- 
tion keys or the mouse. 

4. Chugga boom! Play the game 
and have a damn fine time 
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HARD DRIVE 
USERS! 


To load Armour-geddon 2, you 
will first need to disable your 
hard drive. And, er... that’s it. 
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SECTOR 


ARMOUR- 


Psygnosis 


Last month saw Andy ‘got any 
sheep?’ Nuttall awarding this excel- 
lent strategy/arcade game an 
impressive 86 percent, and thanks to 
our mates at Psygnosis, you too can 
sample the delights of killing things 
in a big tank. Or plane. 
Unfortunately, nothing in life is 
free, and so you only have five min- 
utes to enjoy this demo before it 
chucks you back out to the begin- 
ning again. This way, Psygnosis gives 
you long enough to see how good 
it is, without letting you play it so 
much that you won't rush out and 
buy it tomorrow. Hopefully. 
Obviously, with only five minutes 
to play, you’re not exactly going to 
get too far into the mission, so I'll 
only worry about the action ele- 
ments of the game as far as these 
instructions go. (And to be honest, 
I'd only worry about steaming 
around and shooting things if | were 


you anyway!) 


The first thing you need to do 
once the game has finished loading 
is to go to the Config menu and 
select the number of players. You'll 
move onto the Operations screen, 
complete with the following sub- 
options: 

TACT — From here you can view 
the playing area as well as read the 
full mission briefing. 

EQUIP — From here you can build 
up your forces, and arm individual 
craft. The first thing you need to do 
is select one of the six vehicle ‘slots’ 
which will currently be shown as NA. 
You can now use the on-screen 
arrows to cycle through all the avail- 
able craft. Once you've found what 
you want, drag the vehicle icon 
across from the left window to the 
right window (with the left mouse 
button held down). 

You'll now see an overhead tacti- 
cal display of that craft, along with 
its available weapon slots. You can 
now check through the available 
weapons in the left window and 
drag the selected weapons across to 
the slots as required. You can do this 
for up to six craft, all selectable with 
the function buttons F1 to F6. Once 


GEDDON oa 


you're ready to rock and roll with a 
specific vehicle, make sure that that 
vehicle is the one currently shown in 
the hangar, and click on one of the 
three elliptical hangar doors shown 
in the background to take the lift 
outside and into the action. 


HELP! 


Now | realise that this is all a bit 
daunting to start with, so here’s a 
quick suggestion as to how to get 
going. 
1. Get yourselves sorted out with 
a decent tank and click over one 
of the hangar doors to use the lift. 
2. Press \ to start your engine. 
3. Use the C button to decide 
what you want to control your 
craft with (mouse, joystick, key- 
board etc.) 
4. Imagining you've selected joy- 
stick, push forward to get rolling. 
5. Now press W to bring up you 
weapon status, and use W again 
to move down the list. Once 
you've hi-lighted the one you 
want (for instance, a rocket), 
press S to select. 
6. Right, now comes the fun bit! 
_ Get something in your sights and 
press fire. 
7. Press 4 to watch through the 
weapon camera as it whistles off 
to destroy something. YES! 
8. Have lots of fun blowing things 
up and watching through all of 
the glorious external cameras. 


BOOT SECTOR 


In this month's loving and caring Boot Sector, Matt Broughton breaks down and 
cries quite openly because of the sincere affection he feels towards you, the reader. 
These are good demos. Gorgeous demos. Attractive demos. Moist demos... 


DISK A 


Psygnosis 


ADDITIONAL 
KEYS 


1 Cockpit view 

2 Nose camera 

| 3 Satellite view 

4 Weapon camera view 

5 External view 1 

6 External view 2 

7 External view 3 

8 Flyby view 

9 Target track view 

U Camera up (zooms out in satel- 
lite view) 

J Camera down (zooms in in 
satellite view) 

| Zooms camera in/narrows cock- 
pit radar range 

O Zooms camera out/extends 
cockpit radar range 

\ Engine start/stop 

C Toggle between keyboard, 
mouse and joystick control in 
vehicle 

Cursor up - Increase throttle 
(nose down on aircraft) 

Cursor down - Decrease throttle 
(nose up on aircraft) 

Back Space - Brake 

+ Increase throttle 

- Decrease throttle 

V Activate payload display (bot- 
tom left cockpit). Repeated 
pressing cycles through the tar- 
get, payload and_ teleport 
modes. 

W Move to next payload entry 
S Select the hi-lighted payload 
entry 

T Select airborne target (for mis- 
siles) from those indicated on 
the radar display 

Shift and T - Select ground tar- 
get from those indicated on the 
radar display 

Space Bar Activate or fire the 
selected payload 

TAB Raise tank gun barrel 

CTRL Lower tank gun barrel 
AMIGA (right) and ALT (right) 
Fire flare 

esc Go to Operations screen 

P Pause 

L Attempt to use lift 


It’s ‘nostalgia a go go’ time, with this 
superb little PD game that managed 
to pick up 85 percent for itself only 
last issue in the ‘fabulous’ PD Zone. 
In case you're not familiar with the 
game (which is possible, considering 
we ‘forgot’ to actually print any pic- 
tures — doh!) then I'll give you a 
quick run-down. 

You're Bob and you've got a big 
pump. The basic idea of the game is 
to kill all off the creatures on the 
screen by inflating them until they 
burst. You do this by tunnelling into 
their caverns and hitting the fire but- 
ton while facing them. This will send 
out your pump which, as long as 
you're within range, will start doing 
its thing. 

Should you leave any baddies 
alone for too long, they'll start to 
work their way through the walls 
towards you. You should have 


Okay, it’s time to dust off your brains 
and oil your logic boxes, because 
here comes a real teaser of a puzzle 
game, and no mistaking (as Matt 
likes to say, about a hundred times 
per issue — Simon). 

Touch ‘N’ Go is actually reviewed 
in this month's PD Zone (and you'd 
do well to have a quick read at some 
point — while you're on the toilet, 
perhaps) and is, at its most basic 
level, a puzzle game in the One Step 
Beyond style. 

You have to roll your little round 
geezer over a set pattern of tiles, 
dropping them down into the infi- 
nite depths below. Once you've 
rolled over a tile, you only have a sec- 
ond or so before it falls, so you must 
keep moving. 

There’s a specific target tile that 
you must end up on, so the obvious 
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enough warning to get into an open 
space and prepare for their arrival, 
but remembering that your pump 
can only deal with one creature at a 
time, and that the pump takes a few 
seconds to actually kill each monster, 
you need to make sure you don’t 
take on more than one or two at a 
time. The Pookas (the little round 
jobs) are fairly thick, but the dragons 
breathe fire, so don’t get too close 
before pumping them up. 

Another way of killing the nasties 
is to get them to chase you, and then 
tunnel up underneath a rock. Once 
you move out of the way, the rock 
will fall, killing anything beneath it. 


thing to do is plan ahead and leave 
no tiles ‘unrolled’. The standard tiles 
are shown by a red dot, but later lev- 
els will include other colours which 
fall after a longer period of time. 
These tiles can be used as stepping 
stones to further tiles, allowing you 
to cross them a few times before 
tumbling away. Other things to 


inflate Dig up 


Dig down 


Of course, this means you as well, so 
think ahead. 

By wiggling your joystick on the 
main title screen you can access an 
options menu which will allow you to 
select your skill level as well as which 
level you'd like to start at. 

Other than that, it’s all good old 
fashioned arcade fun, and all for free! 
Don’t you just love us? We do. 


watch out for are the occasional ‘git 
levels’ which reverse your controls. 

You have a limited amount of 
time to complete each level (shown 
by a bar on the right of the screen) 
and also get a brief view of the 
entire level before it starts, so 
make the most of it. Oh yeah, 
have fun. 


Now this is actually a jolly interest- 
ing little puzzler, and you're lucky 
enough to have a two level demo 
quite literally ‘stuck’ to the cover of 
Britain’s third-best Amiga games 
magazine (and no mistaking!) | know 
that I'll get kicked for saying this, but 
just think of Lemmings and you're 
already 80 percent of the way 
towards understanding GULP! 

In GULP! you have to lead a happy 
band of fish along a hazard filled 
route, and eventually out to free- 
dom. As in Lemmings, you have a 


BOOT SECTOR 


Select Move fishhook up Make 
func- current 
tions ¢ fish 

leader 


limited number of skills which you 


can bestow upon your little scalies, 
thus allowing them to pass areas 
otherwise, er... ‘unpassable’. 

You can either affect single fish, 
or pick a leader whom all the other 
fish will copy. In this way you can 
send off single fish to clear the way, 
allowing a leader to bring the oth- 
ers through once all the hazards 
have been negotiated. Of course, this 
is all against the clock so you can’t 
exactly take your time. 

There are a number of objects to 
collect along the way, including dia- 
monds, mystery bottles, and switch- 
es (look like little chests). Oh, and of 
course | forgot to mention the fact 
that there’s tons of nasty bad people 
trying to hurt you along the way, 
didn’t I? 

Other than that, just watch out 
for the teleport pods that chuck you 
around the level rather willy nilly, 
and er... have fun. 
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| wouldn't be lying if | said that this 
has been lying around for ages just 
waiting for a coverdisk to reach out 
and snaffle it up. Well, at last its time 
has come... 

This really is just so silly that it’s 
fun. You are a Kung Fu Charlie, and 
you have to beat up all the other 
Kung Fu Charlies. Ah, nothing like a 
deep and involved plot is there? 

Well, that’s it really. You travel 
through a number of rooms, each 
filled with other ninja-types, and 
must clear the room completely 


WHOOPS!! 


Due to the large number of duplicate disks made, the 
occasional one doesn’t do its thing quite as it should. If 
you're unlucky enough to get one of these, please accept 
our humble apologies, but PLEASE DON’T SEND THEM TO 
US! Instead, send then to this address with a SAE for 28p: 


The One Coverdisk Returns, 
Diskxpress, 

Unit 3, 

Old Coalyard Farm, 
Northleach, 

Gloucester GL54 3EP 


Once you've done this, sit back and eat crisps until your 
replacement disk arrives. If you think that your problems 
can be solved down the phone, call the Diskxpress 
helpline on (0451) 860770 between 3pm and 5pm on 


You come and go. You come and go. 
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before being able to escape via a 
door in the right wall. To start with, 
the bad guys just roam stupidly left 
and right along their platforms, but 
later baddies will include platform 
jumpers, level changers and kicking 
nasty people. 

You can jump levels by holding fire 
and pushing up, but must make sure 
that you don’t hit anyone on the way 
up. Bonus items also appear from 
time to time and can be collected for 
extra points. Er... that’s it. Have fun. 
Again. (Nice ending Matt — Simon.). 


At the top of the screen you can see the icon strip representing your fish's abilities along with the amount avail- 
able to you. The illustration below shows the one currently selected, and if accompanied by ‘Sergeant stripes’ 
indicates that it will be a leadership choice — toggled on and off with the right mouse button. It’s also worth 
noting that you have a different amount for the leader than for the single fish. Should you get up to level 
two (which isn't as easy as it looks) you'll get a few more fish skills to play with, but I'll leave it to work those 
out for yourselves (let's just say brick, bomb, fly!) Anyway, here’s a list of what they do on the first level... 


1. Changes any ‘altered’ fish back into normal er... fish. 6. Changes your fish into a spring, jumping over any 


(Only works in water) 

2. Makes your fish eat soft items blocking their way. 
(Only works in water) 

3. Makes your fish weigh a ton, dropping him down to 
the bottom. (Only works in water) 

4. Makes your fish swell up and block any other fish 
following him (Only works in water) 

5. Makes your fish walk out of any water. Also used 
to make ‘weighted’ fish float. (Used in water, or at 
the entrance between air and test tubes) 


obstacles in front of them. (Only works in air — WARN- 
ING! — sometimes you have to be very accurate to 
clear obstacles without dying, so persevere) 

7. Turns your fish into a ‘Hammer-head’, attacking any- 
thing immediately in front of them. (Only works in air) 
8. Turns your fish into a torpedo. He'll then zoom along 
in the direction he was facing until he hits something, 
and then explodes. Kills any underwater nasties, but 
also, sadly, commits suicide in the process. (Only works 
in water) 


| weekdays. Karma karma karma karma karma chameleon. 
. 
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1. Whilst we here at The One 
make every effort to check 
the coverdisks for all known 
viruses, we can accept no 
responsibility for damage 
caused by viruses which may 
have escaped our attention. 


2. The One and its retailers 
are not liable for any unnoti- 
fied changes to the contents 
of the coverdisks which may 
occur. 


if 


AIT RAMES - tl 


ES FOR YO RNG 
Whe: OR YOUR 


<0) Ta 
19 610Oe ed Ot pLIaAa7rs 


a ee 


[+] [oh 


© Archer Maclean 1991. 
Published by Virgin Games Ltd. 
Produced under license from 
Virgin Games Ltd. 


"State of the 
art, if sets new standards of 

excellence. 
CU AMIGA 90% 
SCREEN STAR 


wicked... | 
excellent... "Graphically superb... 
incredible... excellent interpretation of 


ST FORMAT GOLD 92% Herbert's classic novel. 
"A fabulous product." CU AMIGA 
AMIGA FORMAT GOLD 91% NE Slate acapeea Cea 


imi MCA/Universal Merchandising,inc. ©1984 De Laurentiis Corp 
© Ocean Software Limited All ri ‘icite 20 reserved. ©1992 Virgin interactive Entertainment & Cyro 


interactive Entertainment. Published under license from Virgin 
interactive Entertainment 
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WTS Electronics Ltd, Chaul End Lane, Luton, Bedfordsh 


AMIGA 1200 PACKS 


32-bit 68020 full power 

Two joysticks & mouse 

Free paint package software 

Mouse mat 

A1200 standalone ..............ccccccsecseees £274 
1 200 With ZOMB oF i... ccccccccceccasedts £354 
A1200 with 40MB ...............ccccecceeeees £384 
A AED ON ene Vokes ccvceian £410 
PAT PEED SAID COOIVIES ac ensksiantaahinsiiscbulictsantien 
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AMIGA 4000 PACKS 


AGA chip set 
68030/40 processor 
Co-processor option 
2MB/4MB RAM 


A4000 030 with 8OMB HD & 2MB £869 
A4000 030 with 8OMB HD & 4MB £959 
A4000 030 with 170MB HD & 4MB £999 
A4000 040 with 120MB HD & 6MB-s£1999 
New A4000 Tower Systems £POA 


Pee eee ECOSOC OSOOOOC Cee 


A1200/A600 HARD DRIVES 


Easy to install 2.5” upgrade kits 

Full instructions and cables where necessary 
All drives supplied with formatting 
instructions and software 

Free fitting available- phone for details 


20MB HD upgrade kit 
40MB HD upgrade kit 
60MB HD upgrade kit 
85MB HD upgrade kit 
120MB HD upgrade kit 
210MB HD upgrade kit 


HIGH CAPACITY HD’S 


These prices include collection, delivery 
and free fitting, all guaranteed 3.5” 
drives. Phone for details. 

250MB £229 340MB £279 540MB £469 


Ergonomically sound 

Facilitates up to three external floppy 
drives 

Made in the UK 

Strong and robust 

Aesthetically pleasing 

Keep your desk neat and tidy 
Supplied complete and assembled 
with free mouse mat 


A500 Workstation 

A600 Workstation 

A1200 Workstation 

Workstation coverall dust covers....£7 
Mouse House 


CD” Drayon Street, Wing Commander, 
OSCA, Diggers 

New full motion video, allows video 
CD's to be played on the CD”. £197 


Lead for CD” to 1085 monitor £14.99 


AMIGA 600 


A600 Wierd, Wild & Wicked pack 
Includes Delux Paint 3, Micoprose 
Grand Prix, Silly Putty, Pushover and 
further free software 


A600 W,W & W 

A600 W,W & W with 20MB HD .£276 
A600 W,W & W with 80MB HD .£359 
A600 W,W & W + 1.3 ROM £218 


PERIPHERALS 


100 Capacity lockable disk box .£5.99 
Squick mouse 

Mouse mat 

TDK high quality DSD(10) disks £9.99 
Computer Mall DSD(10) disks 

Jet Fighter joystick 

Apache joystick 

Python joystick 

Zipstick joystick 

Zi-Fy speakers 

A500/A600/A1200 dust covers ..£4.99 
A500 modulator 

Amiga First Step Book 

4-Way mains extension block 

TV RF lead 

A500 internal replacement drive ..£47 
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A1200 PRORAM 


High quality memory expansion 
Easy to fit full instructions 
Co-processor option 


ProRAM 1200 simply slots into the 


expansion port under the trap door 


ProRAM 1200 2MB 
ProRAM 1200 4MB 
ProRAM 1200 8MB 
ProRAM PCMCIA A600/A1 200 


ProRAM 1MB A600 
20mhz FPu 


33mhz FPu 
40mhz FPu 
| 50mhz FPu 


Allows image processing in a useful 
and unique fashion 

Comes complete with manual 

One of the fastest growing applications 
for home and professional users 

High specification coupled with cost 
effective pricing 

64 greyscales 100-400DPI 

Fully compatible with Delux Paint 4 
Advanced software 


Power Scanner 4 
Power Scanner colour 4 
Epson GT-6500 (Inc. software) 


MONITORS 


14” Hi-Res colour display 
Complete with cable 
Includes integral stand 
Full UK warranty 


Philips 14155A monitor/TV 
Micro Vitec .28 1438 Inc. stereo 
A1200 SVGA monitor 


(display hi-productivity modes, not default) 
Commodore 1940 


Commodore 1942.............ccccceeee £334 
Tilt & Swivel stand 


Monitor dust cover 
1.5m monitor ext. cable £14.99 


(Simply add £28 for workstation of your choice 
when purchasing the above) 


PRO ROM S$ 
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WAPPER 


Swap between Kickstart chips 

Fits A500, A500+, A600, A1500 

Auto swapping via keyboard control 
Flexible cable allows the swapper to 
work in conjunction with accellerators 
Simple to fit- full instructions 


Pro ROM Swapper 
Pro ROM Swapper+ 1.3 ROM...... £35 
Pro ROM Swapper+ 2.04 ROM.....£40 


KICKSTART ROMS 


KickStart ROM 2.04 
KiceStart ROM BiB aii ciccdealccccstccsticsieal £17 
KickStart ROM 2.05 
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A500 MEMORY EXPANSIONS 


PRO AGNUS 2MB 


Provides a full 2MB of Chip Memory for the 
Amiga 500 and A1500/2000 ¢ Designed and 
built in England @ Supplied with 8375 Obese 
4 4 Agnus @ Includes 2MB Memory on board in 
the form of low power Zips ¢ Allows the pro- 
cessing of elaborate animation and sound 
sampling @ Provides the same max. chip memory 
as the A1200/A4000 & 500+ © Increases 
\ . ")} addressable memory space from 9MB to 10MB 
>) ¢ Complete with full instructions and flying 
leads @ British made 
Pro Agnus 2MB 


Free fitting available - phone for details 


A500 Pro-Ram 0.5Meg Upgrade 
Allows 1MB software to run 
Chip memory compatible 
British made 


Without clock 
With clock . 


A500 Pro-Ram 1.5Meg.Upgrade 


Gives a full 2MB of memory 


A500+ 1MB Meg Upgrade 


y 
POWER SUPPLY UNITS COLOUR PRINTERS 
od 
4 
Allows the addition of peripherals High Quality High quality premium range of Amiga "es ga 2.04 Kit.....ssssssesecersnssesrsnsseesen £79 
without damage to computer or Renowned and proven reliabilty printers Hosrweeeb 2% GSR ETRE E He a 
. power supply Anti-click Two year manufacturers warranty KickStart ROM Swapper -.ccssccocssse-.-£18 
Why risk damaging your expensive kit Long moulded cable Complete with cable peeve KickStarts) 
when one simple investment will Slimline design Citizen registered for dealer plus service IGnese Rep us 8375 Sane Aires > Sty a 
ensure total peace of mind now and High impact plastic Panasonic Centre of Excellence HiPeefienies =~  .  - oom 
for the tuture : Cumana external drive................. £57 SIRE SRA CUOUN a wnb i ccactcévétiecesouies £157 be “ ; Se pada derma ft ro 
mth mon Gesign Cumana external drive + 100 Swift 200 Colour... £189 520 CUA. cosas a 
ull Crow Dar projection capacity disk MUmraie.........0251 £61 > . 32 Simms 1MB £62 
oe ; 2 ) CT ~ . SD LEV UES ccceceeeeeeereeeeeteeeeeeeeeeeeeeeeeee 
British made Cumana external drive + 100 oon ‘i Colour nary 132 SiMIMS ZMB......ssssssseessesssseesneesnecsnees £104 
capac ity disk box 20 blank disks £66 Panasonic KXP 1 170. phosacndeosssendbankadeas £109 32 Simms 4MB Keodttanscctistonsbasovendecenaie £149 
: A500 Power supply I ee ad A500/A500+ Internal replac ement 9 pin — umn, | - ie Draft) 132 Simms 8MB PPTTITTIT Titi TTT ttre £289 
A1200 Power supply unit........ £54.95 vt BOA IRE ge OE iT NE Ee tt £47 Panasonic KXP 2123 COlOur.........000 £199 \A500 GIIEINIIINUNT oscacisnasabesnecssencsldiiattnes £36 
A600 Power supply unit £44.95 AGOO/A1 200 Internal cenlacement (24 pin 80 column, 192CPS Draft) Replacement MOUSE ....ccssseessesssseeeee £13.99 
aes anata eect Ac, a tgs Se ma sea rnanagt tated 5 bine HP Deskjet 600 Colour .......:::ssssees000 £469 A500 Internal Disk Drive ............0:00000+« £47 
A590 Power supply unit.......... £44.95 RR os £59 (600 x 300 dpi A600/A1 200 Internal Drive.................. £59 
: GVP HD Power supply unit.....£49.95 A2000 Internal replacement “LF oe ita dea Nee" £594 \3>, HORI S SD" IE COME. ccesccsnnorcesns £19.99 
CD32 Power supply unit......... £44.95 TO ee ee eee £57 (4 page per minute) | Spike surpression plug ...........000000 £14.99 


Now the power of the modem is within your grasp with the advent of these cost effective Pro range of hi-spec modems. Auto-dial auto-answer, Hayes compatible. 


| Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600............. £79 
Pro VC144E - Fax Modem v22, v22 BIS, V21, V29, V27 TER, V32/V44 BIS.............ccccecceeeceeeee £189 
All modems inclusive of Comms software, leads and power supply. 
Amiga 500 €x-Gemo Commute TIE Sth tS ioe cc seas sc ccentncdvacnatconsbenantaces ecddncadebudtacbAeedenndat £179 


Pro Syq removable 3.5in. Hard Drive 105Mb, 17MsS......... (Internal 1DE) £479 (External 1DE) £579 
How to make your Amiga into a robot controller — Ask for catalogue 


SALES HOTLINE 0582 491949 (6 LINES), 0480 471117 (24HR), FAx 0582 505900 


a Credit card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and the products you wish to order and we'll 


‘ do the rest. Alternatively write the above details on your letter when ordering by post. 
When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with your order. Postal orders are also accepted. 
Fyne] MINIMUM ORDER AMOUNT £15.00 
NO DELIVERY CHARGES TO UK MAINLAND. Should you wish your order to be sent by courier service please add £5. this method secures the item with full insurance, not express. 
' x ? WARRANTY: One year warranty return to base. ONE YEAR EXTENDED WARRANTY: Available on al! products at 10% of purchase price when ordering. 
7 
Where to find us! 
, Head Office Computer Mall Bedford Computer Mall St.Neots Computer Mall Hertford Computer Mall Dunstable 
WTS Electronic Ltd The Harpur Centre Priory Mall Shopping Centre 49 Railway Street 84 High Street North 
Chaul End Lane Bedford St.Neots Hertford Dunstable 
Luton 0234 218228 0480 471117 0992 503606 Bedfordshire 
3 0582 491949 0582 475747 


All prices quoted or products advertised are subject to availability. WTS reserve the right to amend prices or substitute suitable product without prior notice. Strictly payment with order. Please allow 28 days for delivery. Due to availability and the technical nature of some products even when in stock delays may occur in excess of 28 days. — & OF 
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BC's Live And Kicking. Kid's 


show, right? Cartoons, Trev 


COMMODORE? a and Simon, Take That! com- 


petitions every week and a presen- 
ter who spells his name like a girl. 

So what happens when Live And 
Kicking viewers vote for their 
favourite game? You might think 
they'd plump for a platformer fea- 
turing a cute sprite called Wilf The 
Cucumber or something. But you'd 
be wrong. Frontier: Elite 2 won the 
ECTS Live And Kicking award which 
just goes to show that ‘ver kids’ 
want sophistication and gameplay. 
And of course Elite 2 is a computer 
game, proving that the Amiga is still 
home to the best ideas. Other ECTS 
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award winners included Rebel 
Assault for Best CD game (rumours 
still persist about it appearing on 
CD32), Syndicate for Most Original 
Game (ditto) and, if you're interest- 
ed, Aladdin for Video Game Of The 
Year. But the game which dominat- 
ed proceedings was Doom. This PC 
phenomenon was voted Computer 
Game Of The Year and Overall Game 
Of The Year. Finally the Commodore 
team were understandably miffed at 
the decision to give the Atari Jaguar 
the Best Hardware award ahead of 
CD32. They seemed to think that the 
physical presence of the CD32 on 
shop shelves might count for some- 
thing. Apparently not. 


This year’s ECTS was the most suc- 
cessful in the history of the event 
with 6,893 visitors over three days. 
That’s up 1,800 from last Spring and 
1,150 from last Autumn. Numbers 
for Develop! 94, home to the show’s 
techie seminars, were also up — 450 
registered for it this year. 
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an arcade near you soon. Merseyside-based Spectacular 

Graphics has developed a coin-op cabinet which uses 
Amiga CD32 as its ‘engine’. It's great news for Amiga fans because 
not only does it give us a home-from-home in the arcades but it 
also gives the publishers another reason to produce games for 
the platform, hopefully increasing the CD32’s software library. 
Spectacular estimates it takes just an extra week to tailor games 
for the system. The company certainly attracted a good deal of 
attention at last month's trade show ECTS where it demonstrat- 
ed a working model running Pinball Fantasies on the Commodore 
stand. Currently, Japanese companies, including Sega, have a 
strong grip on the European arcade scene but Spectacular has 
strong links with European arcades and exports its cabinets to 
17 countries. So look out for an Amiga invasion. Of sorts. 


YY our favourite Amiga CD32 games are all set to appear at 


GAMES THE 
BITMAP 
BROTHERS 
DIDN'T DQ... 


An occasional series... 


1 


impossible 
Mission 


he CD32 software catalogue 
looks set to swell, with at 
least four major new devel- 
opers converted to the joys of the 
platform. Commodore used the 
recent trade show ECTS to finalise 
arrangements with Time Warner, 
SCI, Empire and Maxis to publish for 
CD32. Now that CD32 is starting to 
dominate the CD scene and the CD 
sector is steadily growing, the 
remaining stragglers are being gath- 
ered up to support Commodore's 
new console. 
Time Warner is to be the official 
distributor of Mirage’s mighty Rise 
of The Robots. This will obviously be 


BT MAKING 


FRIENDS TO PUT 
GAMES ON THE PHONE 


brother is holding for Tota/ Car- 

nage”. This could be a plausible 
domestic conversation piece in a few 
years if BT has its way. 

The ambitious plans of BT to 
pump games down the phone lines 
may still be a long way off, but the 
telecom giant is busy preparing now. 
BT has joined the games industry 
governing body ELSPA in an attempt 
to get to know the trade’s major 
players. Obviously games will play a 
huge part in pulling in the punters 
when BT sets up a ‘games on 
demand’ service sending ‘software’ 
down the phone. By joining ELSPA it 


i ‘m sorry | can't talk now my 


can make contact — and therefore 
do business with — the companies 
which own the software. 

BT has already set up an experi- 
ment among 70 employees in 
Ipswich. A variety of services includ- 
ing movies can be accessed via their 
phones. In fact BT is spending bil- 
lions of pounds in its determination 
to ‘own’ what everyone’s calling the 
‘information superhighway’. 

In November BT will unveil a 2,500 
home trial. For the Ipswich experi- 
ment BT is using Apple machines to 
descramble the signal for the user. 
But it is expected to link up with Ora- 
cle for the real thing. Oracle has pio- 
neered something called Massively 
Parallel Processing which enables BT 
to keep just one digitised copy of a 
game even though thousands of 
people could be playing it at any one 
time. Colin Duffy, business develop- 
ment manager of BT's information, 
communication and entertainment 
division, said: “We see our potential 
role in this market as a network 
provider for third parties wanting to 
offer entertainment services over the 
telephone network. 

“A key reason for joining ELSPA is 
to develop close relationships with 
its members who could, in the near 
future, be producing software for 
use over the telephone network.” 

Told you. 


a CD32 game so Commodore is con- 
fident that Time Warner will develop 
more projects from its vast resources 
to the format after Robots is 
released in October. 

From SCI there'll be Cyberwar 
which is based on the Lawnmower 
Man idea (but it’s not part of the 
series). That’s scheduled for October 
as well. Empire Soccer will be avail- 
able from, you've guessed it, Empire 
in June/July while Maxis will be port- 
ing PC chart topper Sim City 2000 to 
CD32 in September. Maxis also has 
plans to put a Sim range compilation 
on one CD. More developers are 
expected to announce their support — 
for CD32 soon. 


he much-missed World Of 
Commodore will make a 
tearful comeback _ this 
Autumn. Sort of. It will actually 
return as the World Of Amiga show. 
But the concept is just the same — 
as is the venue which is Wembley on 


November 18-20. The Amiga’s exhi- 
bition history is more confused than 


ast month we reported on 
L the fabulous track record of 

CD32 software and how it 
accounted for 46 percent of all CD 
games sold. Well, you can forget 
that. In the intervening weeks CD32 
software broke through the half-way 
barrier and now (that’s as of early 
May), represents 55.6 percent of the 
total market. 

The rival platforms have been 
lapped. PC CD-ROM is flapping about 
in second with 24.2 percent, Mega 
CD can barely muster a gentle jog 
with 18.3 percent while CD-i is 
scarcely waddling with 1.1 percent 
according to chart compilers Gallup. 

The CD32’s sturdy performance 
(up eight percent on the previous 
month's figures) raised the whole 
standing of the CD sector. In a flat 
month generally it was the only sec- 
tor which grew. It rose by eight per- 
cent to overtake the budget market. 

Kieron Sumner, Commodore's 
national multimedia sales manager, 
said: “CD32's performance is hard 
proof of its unstoppable progress. 
Much credit has to go to the pub- 
lishers. Their faith in this excellent 
product is really paying dividends.” 
Much of CD32's success can be 
attributed to Elite 2, Microcosm, The 
Chaos Engine and Liberation. Only 
Sega’s Ground Zero Texas could 
break their stranglehold at the top. 
In all eight of the top 10 were CD32 
games. Is that enough stats? | could 
go on... 


WHAT IN THE 
WORLD 
OF AMIGA... 


that of the Milk, er sorry Rumbelows, 
wait... Littlewoods, ahem Coca Cola 
Cup. Back in the late eighties we all 
skipped along to the World Of Com- 
modore show. Everyone went in with 
eager smiles and came out holding a 
plastic bag with a game inside. Then 
the consoles came along so the 
shows got bigger — remember the 
Gamesmaster Live and Future Enter- 
tainment Shows? Very flashy but you 
weren't allowed to buy anything. 
When these mega shows emerged 
Amiga fans had to be content with 
the modest Amiga Format Live show. 
Well, now we've come full circle. The 
World Of Amiga show will be a major 
affair, and you'll be able to buy as 
many games, peripherals and 
machines as your six figure salaries 
will allow. 


TEAM 17 


PLUS 


he ever-fertile Team 17 
shows no sign of drying up. 
Its release schedule for the 
coming months is as busy as ever. 
Alien Breed II Tower Assault will 
be released on all Amiga floppy 
machines in August while the origi- 
nal Alien Breed Ii gets the CD32 
treatment two months later. 

But, like they say in the Nat-West 
ad, it’s not all Alien Breed, Alien 
Breed, Alien Breed, y'know. Team 17 
is also working on an arcade strate- 
gy game called King Of Thieves for 
end of 94 (a good opening for Kevin 
Costner’s Dad we reckon) and a 10- 
pin bowling game for the early 
autumn. Details are scarce at the 
moment. But when they arrive you'll 
know where to look. 


e’d like to think that over the past few years we've built 
WW up a special relationship with our readers, and that — 

if we may be so bold — we've even become friends. We 
now think that the time is right to form a gang. And we'd like 
you to be in it. 

This gang is going to have roughly 50,000 members, which 
should make it bigger than the Boy Scouts, or something. We'll 
meet every Thursday in your living room, so make sure your mum 
buys several packets of Jammy Dodgers, becase we like them. 
We'll probably go camping in the Summer, but there'll be more 
news on that soon. Like all good clubs, we'll have a special code 
to enable us to communicate messages in secrecy, and that’s 
exactly what you'll find here. It also enables us to say that any 
more typographical errors we make are simply ‘in code’. Next 
month we'll be slagging off our rivals ‘in code’, so make sure you 
keep it safe in order to join in with our childish antics. Until next 
month: oggv rnx! 


Coded message: ABCDEFGHIJKLMNOPQRSTUVWXYZ 


Translation: PRTVXZOQLUWISYGAHBMCJDKENF 


ommodore has stretched itself 
to the limit to make its new 
CD32 Spectacular Voyage bun- 
die available for £249.99. It’s a sum- 
mer only deal but one which surely 
represents the best value bundle the 
company has ever put together. 
Don't forget Spectacular Voyage 
comprises two of the best games in 
the business, Microcosm and The 
Chaos Engine plus the four previous- 
ly bundled games — Wing Comman- 
der, Dangerous Streets, Diggers and 
Oscar (while stocks last). ACD32 and 
six games for £250. Sounds pretty 
cool to us. Obviously Commodore 
took the gamble to combat the 
inevitably quiet summer months. 
And the company also wants to flex 
its muscles a bit with rivals like 3DO 
and Sega’s new Mega 32 on the hori- 
zon. David Pleasance, Commodore's 
joint managing director, said: “At this 
new price CD32 just obliterates 
everything else on the market.” As 
ever, Commodore will be back with 
another big name bundle again in 
September. If it’s still alive, that is. 
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STRIP 
TEASERS 


...Mindscape has been bought 
by the media giant Pearson for 
£310 million — another indica- 
tion of the invasion of the 
games business by internation- 
al big boys. Pearson owns 
Thames TV, the Financial Times 
and Penguin Books (among 
others). Now it’s planning to 
exploit some of these proper- 
ties in the interactive field. But 
it needs expertise to do it — so 
that’s why it bought Mind- 
scape. Pearson has even started 
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D o you like driving games? 


Detective games? Both? 

Check out P./.D. 
P.1.D. stands for Private Investiga- 
tor Dollarally, the star of this Blues 
Brothers-style racing game. From his 
car the private dick has to catch crim- 
inals, claim a reward and avoid the 
police who don’t want him to do 
their jobs for them. Software devel- 
oper Terramarque has been writing 
the game since January 1993. It fea- 
tures 12-16 cars on screen at a time, 
corresponding shadows and fully 
animated backgrounds. Terramarque 
is also rather chuffed with its colli- 
sion detection system. It reckons 
P.1.D. has got all the hallmarks of a 
successor to the arcade classics Spy 


stand at ECTS was a device which stunned all visitors. An anti- 

gravity mechanism? A time machine? A pair of glasses which 
genuinely allow you to see people in their pants? No, it was more 
exciting than any of these (okay not the glasses). The sleek, cream 
device causing the commotion was the A1200 CD drive. Commodore 
was keen to downplay the appearance of a product it has always 
maintained was a long way off. It’s only a prototype, said the staff. 
The company’s joint MD David Pleasance is concerned that the drive's 
inability to deliver MPEG full motion video will make it commercially 
unviable. That's why he believes it has to be fairly priced to offset dis- 
appointment (he’s not saying how much it'll cost but £199 is the price 
most bandied about). The fact is that there are hundreds of thousands 
of A1200 owners out there who want to be given the option to buy 
one. And Commodore could do with the cash, let's face it. So most 
insiders think there’s little doubt that Commodore will bring this prod- 


T ucked away inconspicuously in the corner of the Commodore 
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Hunter and APB. Well, the proof is in 
the driving. Price and release date to 
be announced soon. 


uct out in September. 
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pace Academy may sound like 
oe a zany movie featuring all 
your favourite hapless astro- 
nauts but it’s actually a rather fear- 
some looking CD strategy game 
under development from Mindscape. 
The game represents the pro- 
gramming debut of the Stellar Gen- 
esis Agency otherwise known as John 
Jones Steele and Dave Rowe. Steele 
in particular has been busy recently 
with Sim City 2000, Herewith The 
Clues (which has now been canned) 
and D-Generation. Little surprise, 
then, that early word on Space 
Academy would suggest a D-Gen- 
style adventure of artificial intelli- 
gence, security installations and even 
our old friends the moronic droids. 
The player’s task is to progress 
through three sites; a skyscraper, an 
unspecified building and a space 
ship. The game consists of an awe- 
some 700 rooms in all, and when all 
the animation is complete this 
should account for around 100 Mb 
of memory. Look out for more news 
on this soon. 


ST 
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its own division New Entertain- 
ment Europe and recruited Nick 
Alexander, the former boss of 
Sega, to run it. Mindscape was 
itself recently bought by edu- 
cational software house Soft- 
ware Toolworks. 


...POSH Marketing has adopted 
the CD32 to power its interac- 
tive touchscreen devices. POSH 
specialises in the control sys- 
tems behind the everyday 
devices people use to access 
information. One example is an 
airport installation which tells 
you all about malt whiskeys! 
POSH has unveiled a prototype 
CD32 touchscreen pad which is 
so sensitive you don’t even 
have to touch it. Just hovering 
your hands above the controls 
will work. Wild, eh? It could be 
a useful development for 
games stores too. Since the 
touchscreen pad works through 
glass stores will be able to use 
them, rather than regular joy- 
pads on their demonstration 
machines. That way no-one can 
nick them. Barry Boardman of 
POSH, said: “I'm _ really 
impressed by the machine. It 
offers us a relatively cheap but 
sophisticated alternative to our 
existing interfaces.” 


.. If you‘re looking for a meaty 
discussion of algorithms and 
polygon rendering this autumn 
head straight for Wembley. This 
year’s Computer Graphics Expo, 
which takes place between 
November 8-10, will be home 
to the first Computer Games 
Development Centre. The cen- 
tre is designed as a talking shop 
for games developers, software 
publishers and_ technology 


houses such as Silicon Graphics 
and Virtual Presence. 
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MORE WAFFLE 
ON TOASTER 


he peripheral they’re 
i calling the best ever for 
the Amiga is about to 
hit the UK. New Tek’s Video 
Toaster makes advanced video 
editing a piece of, er, toast. It 
dominates the US TV business 
and now it looks set to do the 
same here. With simple point 
and click operations The Toast- 
er can perform all those fancy 
tricks you see on TV. If you 
want one frame to fly away 
into the distance like a sheet 
of paper, well that’s possible. 
As are numerous others. Mind 
you, it'll cost around £12,000 
for the software, the A4000 
and the converter which 
changes the signal from NTSC, 
which Americans use, to the 
European PAL. But achieving 
the same effect used to cost 
hundreds of thousands before 
the Toaster came along. That's 
why New Tek has won so many 
awards and why the Toaster 
has been adopted by virtually 
every TV and film effects 
department in the US. 
* If you're a reader who slavers 
over pictures of the A4000 
you'd better sit down. Com- 
modore has just unveiled the 
A4000 tower, it’s most power- 
ful Amiga ever. It'll cost you a 
breathtaking £2999.99. 


ames are good for you and 
G that’s official! Dr Julia 
Rutkowska (now there's a 
real prof’s name) of Sussex Universi- 
ty told the British Psychological Soci- 
ety that computer games actually 
encourage us to be sociable, rather 
than spotty losers. This splendid 
news was rather forgotten in the 
_ tabloid rush to slag games and 
games fans off. But it didn’t slip by 
Roger Bennett, general secretary of 
games body ELSPA. He said: “This 
report says what any parent or 
teacher will tell you — computer and 
video games are the source of great 
excitement among children who 
compete against each other. Stories 
of loners are complete baloney.” 
Nice one Rog. Obviously a two- 
player Alien Breed man. 


es dad dad daddio, this is 
Y your chance to look as cool, 
hard and (frankly) as sexy as 
Simon Byron does, by winning your- 
selves one of two fan-tastic E/fmania 
jackets that we've got to give away. 
lf you haven't already done so, turn 
to page 50 and gasp in amazement 
as our warrior-like editor swoons 
over this incredible Renegade prod- 
uct, filled with beats, ems, and ups. 
Right, now that you've done that 
you'll probably realise just exactly 
how many girls (or boys) you'll pick 
up in this dream-lover of a jacket, 
and will no doubt be wondering 
exactly how you can get hold of one. 
Well it’s simple, really, just answer 
these three questions. 


GIANTS 


VIE FOR VIE 


ood ‘ol Virgin Interactive 
G Entertainment is the prize 

being fought over by two of 
the world’s richest and most power- 
ful media groups. 

PolyGram and Disney are the two 
superpowers battling for control of 
Virgin as Richard Branson’s software 
offshoot prepares to launch on the 
US stock market. Both companies 
already have links in to Virgin. It’s all 
bit confusing, but here are some of 
the details: Virgin Interactive is part- 
owned by video and games chain 
Blockbuster Video. Meanwhile, 
Blockbuster’s major shareholder is 
Philips which also happens to own 
most of the shares in PolyGram. 
Philips has also formed a close rela- 
tionship with Virgin through work- 
ing on CD-i titles together. 

Disney has also worked with Vir- 
gin, on conversions of its animated 
classics Aladdin and, soon, The Lion 
King. What does it mean for us? 
Well, the injection of cash from big 
business (and the share flotation 
could be worth $200 million) will 
enable Virgin to pump wads of the 
green folding stuff into developing 
great games. The sort of games, 
indeed, which the CD32 needs to 
really show its colours. 


1. Name the female character in 
ELFMANIA. 


2. How many characters in ELFMANIA 
use weapons? 


3. How many characters in ELFMANIA 
have goaty beards? 


TIE BREAKER. Should Matt shave his 
stupid beard off? 


Okay? Right, get your answers down 
on the back of a post card and send 
them in to: ELF! ELF! I'M BEING 
REPRESSED!, The One, 

30-32 Farringdon Road, 

London EC1R 3AU. 

Closing Daté 28th June 1994. 


Silica, the Amiga‘s most loyal high 
street supporter, is to open a chain 
of 20 new outlets. The new shops, 
mostly based within Debenhams 
branches, will offer home and 
small office computer products, 
with the emphasis on knowledge- 
able service. London-based Amiga 
users will be familiar with Silica’s 
Tottenham Court Road branch. 
Since Silica is the retail arm of SDL, 
one of the two largest distributors 
of Amiga kit, it was a bit of a 
Mecca for serious fans. Now the 
flagship will be in Debenhams just 
down the road on Oxford Street. 


it will feature flashy lighting, | 


video walls and demo pods. 
Note: the monitor picture on 
page 13 of last month's News was 
one of Silica's and not ZCL's as the 
positioning of the image may have 
indicated. Sorry for any confusion. 
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COMPUTER 


PINBALL 


FANTASY 


ey, look everybody!” cried 
Andy Nuttall, as he opened up 
a mysterious big brown enve- 
lope. “It’s a brilliant pinball game! For 
the Amiga, and everything!” 

“Yeah, yeah. Seen it all before,” 
grumbled the rest of The One team. 

“No, but this one’s really great!” 
enthused Andy, undeterred. “Look, it’s 
from Infogrames, who after a brief 
period of exile are returning to the 
Amiga with a bang. Or at least, a 
slight ‘whump.’” 

“Really? Hooow interesting...” 
moaned the rest of The One, but Matt 
especially because his beard makes his 
voice go funny. 

“Yes, it is, actually,” countered 
Andy, “because it’s a kind of pinball 
adventure, where brave Wuhan has to 
fire these balls into the three hostile 
worlds of Calypso to restore the equi- 
librium of the galaxy, or something.” 

“More power to brave Wuhan!” 
lied The One team in unison, pretend- 
ing to become interested. 

“And it’s a challenge for 1-4 play- 
ers, who must battle with each other 
to adventure through three levels and 
six bonus levels of ball-shattering 
action. | can see you're excited, so I'm 
going to ring Infogrames and see if 
we can get a coverdisk demo for our 
very next issue.” 

What will be the outcome of this 
sorry tale? Find out next month, 
where we'll be bringing to your very 
door a review of mammoth propor- 
tions (well, a page or two, at least). 
Ultimate Pinball Quest (as it is called) 
is to be released sometime soon for 
£29.99. Hurrah! 


MEET A 
GAMING 


GOD! 


3 f any of you fancy meeting 


top industry hunk Peter 

Molyneux (of Bullfrog fame) 
‘in person’, then Level One in Lon- 
don, is most certainly the place to 
be. On Saturday 25th June he'll be 
there demonstrating Bullfrog’s 
forthcoming Theme Park from 2 
pm British Summer Time. If you're 
nice to him, and you don’t heckle 
during his presentation, maybe 
you can get him to sign your 
stomach, or something. You can 
find Level One at 150 Oxford 
Street, London, and it'll probably 
be full of tourists. 


FODDER'S 
ware is currently working on the 


a sequel to Cannon Fodder, its 


recent smash-hit war game. Although 
the company hasn't done much work on 
it yet, Martin Lunn of Sensible took time 
out to tell The One: “The only level we've 
worked on so far is a Desert-type sce- 
nario, which will be set in the Middle 
East or Persian Gulf. We're still working 
on the rest of the ideas, but it’s all up in 
the air because we're deciding on how 
far we can push the game. Of course, 
because it’s a sequel it’s got to play a lot 
better than Cannon Fodder, but further 
than that | can’t say. Basically because 
we don’t know either!” 

The usual form for a sequel is to stick 
a number ‘2’ after the original name. 
However Sensible is loathe to do that — 
it wants the new game to have a prop- 
er title all of its own. However, because 
the team is so busy with Sensible World 
of Soccer, Sensible Golf et al, they're ask- 
ing you, the readers of The One, to send 
in your title suggestions. 

When you've thought of a really good 
one, bang it on the back of a postcard, 
and send it to: My Beautiful Bazooka, 
The One, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. If your answer 
is very good, and your idea is chosen, 
then God only knows what you'll get in 
return. The chances are it won't be 
money or anything, but at the very least 
you'll get your name in the manual of 
what we're already calling the sequel to 
one of the best games ever. 

As usual, though, Jon Hare of Sensi- 
ble Software has come up with a couple 
of ideas to get you going. He reckons 
something like “The Mother of all Bat- 
tles” would be a good idea. “Failing 
that,” he says, “we could always call it 
a Best Friend. Cannon Fodder — The Best 
Friend. Yeah, | like it!” 

Under any other name, Cannon Fod- 
der 2 looks set to be released around 
Christmas time this year through Virgin 
Games. We can't wait. 


ot news just in: Sensible Soft- 


lane is an absolute must for 
your games collection at 


Simply fill out the coupon 
below and make your 
cheque/postal order 


0480-496497, 


THE ONE JUNE 94 


Sadly, we've lost the letter from Jason Marchant which prompted 
this month’s Nice Letters. To sum up, he asked what gave us the right to trample over 
everyone's feelings and ridicule bad English even though we're not perfect (we never said 
we are, though). So by way of compensation we invited criticism with the promise that 
we'd take it no matter what. Some responded with intelligent prose, others, well... 

As a special thanks, the sender of each letter printed this month will receive a game, 
although some will get better ones than others, if you know what I'm saying. We'll be 
back to normal next month, so send your missives to: Letters, The One, 30-32 Farringdon 
Lane, London EC1R 3AU, remembering, of course, that Git of the Month winners will 
receive a crappy software prize. 


3% 


“I AM WEEPING” 


Dear The One, 

As | lovingly caress the keyboard on 
my Mighty Amiga in order to write to 
you all, my eyes seem unable to focus 
properly upon the monitor screen. 

You see, | am weeping. 

However, my tears are not tears of 
sorrow, or even joy; they are the 
tears induced through laughing 
uncontrollably — yet again — at the 
‘Git of the Month’ section included 
within your letters pages. This is quite 
simply the funniest prose | have read 
since last month’s ‘Git of the Month’ 
section. 

But when at last | had pulled 
myself together, and the pains had 
gone away, something a little sad 
occurred to me. Do you not find it 
somewhat depressing that a sizable 
percentage of your readership does 
not possess the slightest knowledge 
of the use of grammar in the English 
language, and moreover seemingly 
cannot arrange more than half a 
dozen words in the correct order to 
form an intelligent sentence? 

| thought about this for a time, 
and then had another good laugh. 

Actually, it might be interesting to 
print the ages (if stated) of these Git 
Award-Winning authors so that we 
can distinguish between the illiterate, 
sub-teen, sub-humans, and the gen- 
uinely poorly-educated village idiots. 

Laurence Hogg (age 26), 
Bradford. 


Thanks every so much for writing 
to us, Laurence. It makes us feel, 
\ well, wanted. We quite like the 

‘Gits of the Months’ as well, but 


we've obviously offended a few peo- 
ple otherwise we wouldn't have to 
spend this issue being nice to every- 
one. In fact, | can feel a ‘Git of the 
Month’ complaint coming about... 


now. 


“GITS, TWITS AND 
SUPER-TWITS” 


Dear The One, 


Anyone who has ever lost track of 
time playing something like Lem- 
mings, Dune 2 or Monkey Island 
knows how enjoyable, involving and 
challenging computer games can be 
— so why do | feel ashamed to admit 
that | play them? 

Well, just look back over the read- 
ers’ letters you choose to print. Don’t 
they reinforce the false impression 
that only stupid, childish gits play 
computer games? It’s sad because 
the Amiga has a wealth of games to 
appeal to everyone, but many adults 
are put off by the childish image. 
There’s an economic law that bad 
money drives out good, and perusing 
past magazines it seems to me that 
the same principle applies to the let- 
ters pages. Publish a lot of gormless 
correspondence and you encourage 
more of the same. 

Anyone with a modicum of intelli- 
gence will not bother to write in as it 
seems you want only moronic letters. 
Some of your readers may well be 
gits, twits and super-twits, but why 
inflict their unentertaining ramblings 
on the rest of us? Throttle your cur- 
rent letters Editor if necessary, but 
please do your bit for the image of 
computer gaming and improve your 
postbag page! 


While I’m in full grumble mode, I'd 
like to comment on the way the 
‘Work in Progress’ section seems to 
be expanding. Games in preparation 
could be scrapped or changed 
beyond recognition before they are 
released. A brief description is fair 
enough, but devoting up to three full 
pages to a WiP is way over the top. 
The words ‘count’, ‘chickens’ and 
‘hatch’ spring to mind here. 

| wouldn't have subscribed to The 
One for several years if | didn’t enjoy 
the magazine, but | get the impres- 
sion you are getting desperate for 
copy to fill the shrinking number of 
pages. For instance, in the review of 
KQVI, half a page is taken up by the 
title. If you employed a few long- 
winded writers who can ramble on at 
length about games, I'd feel | was 
getting my money’s worth. Don't 
abandon words for dirty great piccies 
— I've seen several decent magazines 
start on that slippery down-market 
slope and finish up as children’s 
comics. 

In The One, I'd like to see more 
reviews, more tips and more compe- 
titions (as opposed to draws like on 
page 99, May issue), more wit and 
wisdom and wine-gums. Don't let 
standards slip, lads, more power to 
your elbows! 

M.A. Griffiths, 
Poole. 


The fact that someone as eloquent as 
your good self has taken the time 
and trouble to point out that only 
gits are going to write in is obvious- 
ly a contradiction, isn't it? Unless, of 
course, you are also a git, but I’m not 
going to say that because this is after 
all our Nice Issue (have | told you 
how fab you look today, by the 
way?). Although we love publicly 


humiliating our particularly moronic 
readers, nothing pleases us more 
than compiling a letters page with a 
good mixture of argument, opinion, 
criticism (good or bad) and childish 
humour. 

As for your other point, we review 
and preview whatever games are 
around in a particular month. We 
allocate three or four pages to poten- 
tially ground-breaking or blockbust- 
ing games whenever we feel there 
are enough interesting things to 
write about. The One treats its pre- 
views a bit differently to other mags 
because we don’t waste space else- 
where in the magazine with six 
pages of ‘charts’ or a couple of pages 
of reader swaps (Pirates' Corner, 
more like), which is why you'll find 
the most in-depth Amiga games cov- 
erage right here. Phew! Okay, onto 
something just a little bit different... 
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“SULTRY EYES” 


Dear The One, 

This might seem like a bizarre letter 
but | feel compelled to write to you. 
The thing is, a little while ago a friend 
and | got into a bit of an argument 
over who we thought was the best- 
looking Disney character. 

My friend said it was Princess Jas- 
mine from out of Aladdin with her 
long silky black hair, her curvaceous 
figure and large sultry eyes. | dis- 
agreed, preferring Belle from out of 
Beauty and the Beast with her equal- 
ly sexy figure, cute little ponytail and 
innocent grin. 

We both agreed we were quite sad 
for even discussing the subject but 
the reason | write is because | am 
interested in the opinion of other 


readers. What have they got to say 
on the subject? 
Mark Robins, 
Stanborough. 


Well, Mark (by the way, fan-tastic 
first name — much better than 
Simon), an impromptu office survey 
highlighted an interesting trend: all 
of us on The One quite fancy Princess 
Jasmine, whilst the PC Review blokes 
and David Upchurch wouldn‘t mind a 
bit of Belle (“there's something inno- 
cent about her,” admitted David, his 
eyes glazing over). Actually, we 
wouldn't mind going to the cinema 
with Aerial The Little Mermaid 
because she always makes us feel 
happy, for some strange reason. But 
what about the girls? How about 
Prince Charming from Beauty and the 
Beast, or the Prince from The Little 
Mermaid. Does anyone fancy the 
Bloke Who Shot Bambi? Please let us 
know what you think — we'll print 
the results in a future issue. 


bad 


“I GAWP AT YOUR 
PICTURE” 


Dear Jenny, 

When | bought this issue of The One 
| went straight to the reviews section 
only to find out that you are leaving. 
| was in tears all day and the next. 
Every time | buy The One | gawp at 
your picture until the next issue. 

At least send me a picture or an 
address so that | can write to you or 
I'll pump my head full of nitro glycer- 
ine, put gelignite in my pockets and 
jump off a very tall building. And if 
I'm still alive after all that I'll eat my 
sister's cooking and play on my 
mate’s Amstrad. 

| just want to leave with these last 
words... | LOVE YOU!!! 

Michael, 
York. 


Sadly, Michael, Jenny had already left 
when your letter arrived so we 
couldn't pass on your, ahem, ‘best 
wishes’. We would have ridiculed you 
and made you feel small but, sadly, 
this is our Nice Issue and we can't. 
But rather than giving you Jenny’s 
address just like that, I've decided to 
hold a competition. All you have to 
do to stand a chance of obtaining 
Jenny’s address is send us some 
money (strictly cash only, I’m afraid). 
The person who sends us the most 
will receive Jenny's address in return. 
Unfortunately, bids cannot be 
returned and we cannot guarantee 
that the address we provide will be 
the real one. So get entering, chaps, 
and you could win the chance to 
enter into a special relationship with 
our ex-Art Editor (and maybe even 
the chance to say long words like 
‘sycophantic’, if you're lucky). By the 


way, Michael, your letter was the 
best we received this month. 
“LUCKILY, | WAS 
RIGHT AGAIN” 


Dear The One, 

| have followed Commodore from the 
Vic-20 right through to the CD32 and 
have stuck with them through every- 
thing, even when the A500 seemed 
to last for an eternity. When | owned 
my A500 | thankfully didn’t buy a 
CDTV, even though | was tempted. | 
didn’t think it was going to last and | 
was right. 

But as soon as | saw the amazing 
A1200 | knew it was the machine to 
blow the A500 away and last as long 
as the A500 did. Luckily, | was right 
again. 

Every month | buy your magazine 
along with others and to my annoy- 
ance everyone seems to have doubts 
about the CD32’s performance. | have 
a CD32 and let me just say that | 
agree with those who moan about 
the lack of CD32-specific software. It 
is frustrating to own such a fantastic 
machine with nothing to play on it 
but old A500 games ported across. 
Except, of course, beauties like Micro- 
cosm and Captive //. But there are 
200 games on their way including 
TFX and Rise of the Robots. 

Regarding the recent letter from 
Paul Jon-Bowron, whereby it was 
stated that the 3D0 is a better 
machine than the CD32. Can | just ask 
if you're living on the same planet? 
And as for the reply, well! Correct me 
if I'm wrong but to me when you say 
something like “of course the new 
wave of ultra-high-end machines are 
going to be better,” that sounds as if 
you're saying new machines like the 
3D0 and Jaguar are better than my 
beloved CD32! | mean, what galaxy 
are you from? 

In case you don’t know, the CD32 
can handle 230144 more colours on- 
screen than the 3D0. The CD32 has 
twice the resolution and is 2Mhz 
faster. And what about the Jaguar — 
the 64bit console that hasn’t even 
heard of CD technology. As I've read 
in another magazine, the Jaguar 
claims it can handle 16 million 
colours on-screen at once. So what? 
The human eye can only see 256 000 
at any one time! And the pitiful reso- 
lution of 720 x 567 — at least it’s bet- 
ter than the 3D0, but still shameful 
when compared to the CD32. 

Let me put the record straight: the 
3D0, the CDi, Jaguar, Mega Drive and 
SNES are in a lower division than the 
CD32. | was right about the CDTV. | 
was right about the A1200. And now 
| Know I'm right about this! 

So forget the doubts. Get a CD32. 

Jennie Ranson (Aged 16), 
Pinxton. 
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Erm... As | said last issue, technical 
specifications and wotnots aren't 
exactly my forte so I’m going to have 
to hand you over to Andy who 
knows all about this kind of thing 
(he’s got a spanner collection, you 
see). 

“Heck, it’s heart-warming to read 
your enthusiastic ranting, Jennie, and 
it fair made me want to break down 
and cry. But, a few of your points 
need a little, ah, tweaking. 

“When we said that the 3DO is 
better than the CD32, we meant 
potentially. The hardware’ was 
designed much later than the CD32, 
and so the technology is better — 
and even though we’re huge Amiga 
fans, we've got to recognise that. 
The new machines are potentially 
much better, but it'll be years before 
we see a gaggle of great games for 
the 3DO and Jaguar — the same time 
period it took for the Amiga to accu- 
mulate a decent library. 

“About your technical points — an 
ordinary monitor is only capable of 
displaying around 64000 different 
colours anyway (in Amiga game 
mode) because of the number of pix- 
els, so the number of colours only 
really applies to the available palette. 
You're right about the 3DO resolu- 
tion, which is roughly the same as 
the CD32's, but the Jaguar, sad to 
say, wins it by a mile. You see, in any 
mode other than the standard 
320x200, the CD32’s not much good 
for games — because it slows down 
too much. 

“| agree that the other machines 
in your list don’t hold a candle, 
because the Mega Drive and SNES 
are in their final year, and I'd be sur- 
prised if CDi ever does anything. We 
reckon the CD32 wins out in the end, 
because of the number of games 
available, and the large number in 
development.” 

So there you have it, Jennie. But 
before | go, can | ask whether you've 
done something different with your 
hair? It looks really nice today. 


Ba 


“GIVE ME 
SOMETHING” 


Dear The One, 

In the February issue you stated at 
the end of the Heimdal/ WiP that 
you'd be putting a demo of the game 
on the April issue and that if you 
completed it you could win a prize. 
But in the April issue it said nothing 
about winning any prizes and | 
checked every page. 

Well, | have completed it and I'd 
like to know how to enter. I’ve also 
finished the Bump ‘n’ Burn demo so 
if you want to give me something for 
that then you can do. 

James McMahon, 
Strathclyde. 


Unfortunately, the competition had 
to take a bit of a back seat because 
coding the demo proved tougher 
than Jerr and Ged first thought and 
as such arrived in our offices horren- 
dously late. Immediately after we 
received the demo, Jerr flew off to 
somewhere exotic in order to get 
married (Ged was the best man) so 
when we realised that there was no 
competition contained within the 
demo there was nothing we could do 
about it. By the way, your handwrit- 
ing is attractive. 


== 


“PETER SHILTON 
WILL BEAT YOU UP” 


Dear The One, 

| am writing to you with reference to 
your April issue and the review of 
Naughty Ones. Whether intentional 
or not, Simon Byron took this oppor- 
tunity to show the nation his com- 
plete ignorance where English league 
soccer is concerned. | am, of course, 
referring to the small remark: ”... 
bog-standard platform games, a sort 
of Plymouth Argyle.” 

How anyone with an IQ or over 17 
can refer to the Green Army has ‘bog 
standard’? Anyone with an ounce of 
knowledge would know that Ply- 
mouth Argyle are second in Division 
2 and are challenging strongly for 
promotion. They would also know 
that their recent home wins over top- 
of-the-league Reading and _ local 
Devon rivals Exeter are prime exam- 
ples of the excellent results they've 
been having this season. They would 
also know that Peter Shilton is ‘ard 
and he'll beat you up. 

So how can Simon justify this out- 
rageous comment? If he really is this 
ignorant he shouldn’t try and make 
‘witty’ comparisons to class foot- 
balling sides such as Plymouth 
Argyle. The mere fact that | don’t 
support the Greens is incidental — 
I'm a Spurs man myself. 

So, Mr Byron, think carefully next 
time before you make these com- 
ments, or Peter Shilton really will 
beat you up. 

Timothy ‘Pilgrims’ Dudding, 
Plymouth. 


The reason | made that comment is 
because | haven't got an IQ over 17 
or an ounce of intelligence. Thank- 
fully, there are people like you out 
there to spot my inadequacies and 
expose them to the watching nation. 
| am crap, basically. 


Es 


“SET US STRAIGHT” 


Dear The One, 
Back in the January issue you 
stated that a review and a demo 
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of Rise of the Robots was going to be 
in the February issue. | understand 
that the game’s release date can be 
put back considerably so | waited and 
waited. Now, half way through April, 
there's still no sign of a release date. 
| mean, the least you could do after 
getting everyone’s hopes up and 
then dashing them cruelly is set us 
straight on when the game is coming 
out. 
Ricky Cusimano, 
South Normanton. 


Glad to oblige, Ricky. The latest 
release date for Rise of the Robots is 
towards the end of the Summer 
(September-ish). Thanks ever so much 
for asking. 
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“CRAPPY PLATFORM 
GAME" 

Dear The One, 

~ You may not know me but I’m sure 
you have heard of my work. I’m the 
guy who puts all the annoying 
aspects into the computer games. My 
latest work includes Super Sport 
Challenge, Leeds United Champions 
and Dangerous Streets. 

A few years ago some blokes at 
Sega came to me looking for my 
opinion on an unknown game called 
Sonic the Hedgehog. They had origi- 
nally designed it to be a five day test 
cricket simulator, but using my supe- 
rior skills | persuaded them to change 
it to a crappy platform game. | also 
came up with the idea of crappy mer- 
chandise and those Sonic Cartoons. 

| have a few games in develop- 
ment which | would like you to pre- 
view. One is a flight simulator which 
has a 4096 page manual and 1200 
key functions. This game travels at a 
snail's pace and crashes halfway 
through. 

| am writing an adventure game 
called Funky Highland which comes 
on 32 disks. | have managed to place 
the left leg movement and right leg 
movement on separate disks, mean- 
ing you have to swap disks after 
every step. This game is not hard disk 
installable and only runs on one flop- 
py drive. 

| have also started designing an 
action game called Five Ultra Cool 
Kids because | know how lazy you 
journos are and how you like to 
abbreviate everything. You'll have 
trouble with that ‘un. So if you very 
see a disk prompt, a guru meditation 
or have a game which you really 
hate, I'm sure you will think of me. 

Ben Riley, 
Maddington, Australia. 


Thanks, Ben, it's nice to know that 
there are people out there who 
are willing to give up their time 
and trouble in order to make 


things worse for us. Cheers. 
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“WE'RE THROUGH” 


Dear Matt, 
What can | say except, “You stood me 
up, git.” 

So there | was, at home, on my 
own, and you failed to grace my tele- 
vision screen. You weren’t even on 
for a single second, never mind five. 

Well, Matt, me ol’ mate, you've 
blown it. We're through. 

What do you mean, “You're just 
bitter and twisted because you had 
to have your feet bandaged when 
you trod on the pieces of your shat- 
tered heart?” 

Not at all. 

Can | have a lock of your beard, 
please? 

Yours no-longer-in-love-ly, 

Devastated, 
Southampton. 


Okay, Matt's turn to reply. 

“Look, I'm really sorry ,okay? | was 
assured that the footage we shot on 
that day would be used in the third 
programme. Believe me, I’m as 
embarrassed as you are upset, 
because most of my friends and fam- 
ily taped the programme and have 
given me nothing but grief since. All 
I can say is that Net Attack didn’t turn 
out to be quite as good as | thought 
it would be. Did you think the pro- 
gramme made any sense? No, me 
neither. Sorry. Please love me, really. 
I’m nice, no... nooo...” 

That‘s enough of that, thanks. 


baa 


Dear The One, 

Are my friend and | the only astute 
readers you have? Are we the only 
ones to pass your intelligence test, 
the test called ‘find the odd footy 
player and place him in a team where 
he will belong and be cared for and 
respected, blah, blah’ that you cun- 
ningly disguised as a typographical 
error? 

Oh yes, we have the answer (and it 
isn‘t — control yourselves — ‘42’) 

The answer is this: Put Lee Shape 
into a team called ... ta daaa... 
‘MunchBunch United’. His team 
mates would be: Mark Muller, Adam- 
Ski, St Ivel, Brian Bio, Fruit Corner 
Freddy, Harry Hippo Pots, Tony Twiz- 
zle, Peter Prize, Tesco’s-own Trev, Stu- 
art Sainsbury’s-own and Extremely 
Low-fat. 

Perhaps you meant the team to be 
‘Squarsie FC’ comprising these play- 
ers: Roger Rhombus, Terry Triangle, 
Simon Square, Omar Oval, Cyril Circle, 
Sanjay Sphere, Raymond Rectangle, 


Prince Pentagon, Oliver Octagon, 
Freddie Star, and... Lee Shape. 
Maybe, though, you meant Lee 
Sharpe in your ‘Fancy Football Tour- 
nament’? Please enlighten us. 

By the way, don’t think that we’ve 
not noticed Andy and Simon are one 
and the same, or that Matt is Dougie 
off of EastEnders, because we have. 
Oh yes indeedy. 

Lisa and Becki, 

Southampton 

P.S. How about this as the tie-break- 

er: “wrod wrod wrod wrod wrod 

wrod wrod wrod wrod wrod wrod 

wrod” Twelve ‘wrods’ exactly, we 
think you'll find. Ho ho ho. 


Oh very clever. Last issue, as some of 
you may have noticed, we intro- 
duced our special code (see News, 
this issue), but unfortunately we for- 
got to tell anyone else about it. 
Therefore some people may have 
thought that there was an abnormal 
amount of typographical errors in 
the magazine, but that wasn’t the 
case. Or something. Oh bugger — 
look, we're sorry. We‘re only human, 
you know. Don’t you ever make mis- 
takes? Sob. 


e 


“WE ARE BEING 
DONE A LITTLE” 


Dear The One, 

Perhaps you could answer a question 
for me concerning coverdisks given 
away free with magazines. 


Some people (like myself) buy - 


maybe four, five or even all six of the 
main Amiga magazines each month. 
But there is one annoying feature 
with the coverdisks. Sometimes, as 
many as three or four of these mag- 
azines ‘give away’ a demo of the 
same game on their disks. This 
month, three magazines that | have 
bought each had a demo of Banshee 
on their disks. 

You may think I'm being awkward 
because, after all, they are free. But 
why should the public be subjected 
to the same game three times? 
Aren't we being done a little? 

Can the magazines not come to 
an arrangement and offer a different 
demo to their rivals? No doubt a per- 
son buying your magazine (which | 
always buy) might not buy it if the 
same game is on, say, CU Amiga. 

By the way, Banshee was on your 
coverdisk, as well as CU Amiga’s and 
Amiga Power's at the same time. 

Maybe you won't print this letter 
because | have written about a sore 
point, but it would be nice to get 
alternatives every once in a while. 

Incidentally, keep the mag just as 
it is. It’s the best currently available. 

Paul Iddon, 
Preston. 


Sadly, Paul, the likelihood of us com- 
ing to an arrangement with our rivals 
is slim, because that’s what we are: 
rivals. The Banshee situation was 
unavoidable. The competition for 
demos is so fierce nowadays that 
software companies realise they can 
get their demos on more than one 
Amiga magazine if they don’t agree 
to run it exclusively. So in many cases 
we'll be told, “I've got a demo but 
I've sent it out to everyone,” at which 
point we and all the other magazines 
start working out each other's disk 
deadlines, trying to calculate who'll 
be out first. With Banshee, we 
realised we'd be out slightly after the 
other mags (it was only by a matter 
of days) so we went with it, mainly 
because we were carrying three 
coverdisks on that particular issue 
and if you didn’t have an A1200 or 
had already played the demo then 
there were still eight things to play. 
However, if a demo is good it’s unfair 
not to run it if we suspect that anoth- 
er magazine will be using it. That 
way, loyal readers who buy only The 
One would miss out. And we can't 
have that, can we? 


3% 


“YOU'RE THICK, FOR 
A START” 


Dear Loves, 

Oi you! | wrote to you last month 
complimenting your coverdisks and 
and you didn’t print it, you swines! 
Well, now I'm going to take you 
down a peg or two. 

I'd like to say what's crap about 
the mag. You're thick, for a start. In 
‘Boot Sector’ last month you printed 
a picture of Banshee instead of Tanx 
‘n’ Stuff, or was this just Matt? On 
the Fancy Football form you printed 
‘complete the following statement in 
twelve wrods or less’. Durr. 

Stop putting so much Sellotape on 
the coverdisks. | don’t pay £3.95 for 
a ripped mag. And stop thinking 
you're funny. For example, the ‘Read- 
ers Reviews’ were crap. 100%, 100%, 
100% — durr, I've laughed at funnier 
Panorama programmes. 

Why did you put Heimdall 2 on the 
coverdisk? It’s crap — | can’t get off 
the first screen. 


Matty, 
Leeds. 


What well-reasoned prose, Matty. In 
fact, have my job — I'm sure you 
could inject some real humour into 
The One (you could put ‘durr’ all over 
the place — that would be funny). 
Oh dear, | can feel the sarcasm creep- 
ing back, so I'd better sod-off for 
another month. Bye! 


FETE SE 


S OccER ACTION 


32 Top footballing nations 
battle for soccer’s biggest 
prize - The World Cup. 

The stage is set for the 
worlds best players to display their 
awesome skills. Flying Dutch wingers, 
Masterful Brazilian Playmakers, 
Powerful English targetmen. Every 
team plays differently and no 
two men perform in the 
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ast month's issue was special 
E in many, many ways. Firstly, 
we gave away three disks with 
nine things to play on them. Sec- 
ondly, we had quite a good cover 
for a change. Thirdly, we went all 
anarchic and spelled loads of words 
incorrectly (what's that saying about 
people in glass houses not throwing 
stones?). And finally, as Trevor 
McDonald might say with a cheesy 
grin and a crafty wink (there could 
have been a nasty typographical 
error there, don’t you think?), Andy 
got all hot and sticky over K240. 
Andy's love-in with K240 was per- 
haps the most surprising of all. You 
see, our disks can be quite good 
sometimes; this cover has turned out 
okay; and everybody knows that 
we're crap at English. But — but! — 
Andy never, ever likes anything. 
Ever. Pever. 
For example, we were strolling 
down the street the other day when 
Matt discovered a small brown 
parcel in the gutter. On closer 
examination, its contents were 


COMPETITION 


revealed: over a million pounds ster- 
ling in used notes. 

“Fan-tastic!” we all exclaimed, 
glancing over our shoulders to make 
sure that we weren't being set up by 
the ‘Filth’. Immediately we began 
working out exactly what we'd pur- 
chase with our newly-acquired cash. 
Boats, planes, big houses, fast cars... 

“Bug-ger!” interjected Andy, 
rather depressingly, “I'm really, real- 
ly fed up.” 

Feeling obliged to probe further, 
(‘cos he’s still a bit new) we asked 
Andy to elaborate, even though we 
weren't particularly interested. 

“Well,” he continued in his gruff, 
whining way, “it's just that | missed 
EastEnders last night and | was real- 
ly looking forward to catching up on 
the latest escapades of the cockney 
characters.” 

“Who cares,” we offered blithely, 
“when you can afford to buy the 
BBC and still have change for a pack- 
et of fags?” 

Before he had time to reply, a 
coach full of scantily-clad girls came 


hurtling around the corner. It was so 
overladen with ‘babes’ that as it 
passed by, several fell out, straight 
into our arms. 

“Fan-tastic!” we shouted as we 
ogled our new — ahem — friends. 

“Bug-ger!” moaned Andy. “! for- 
got to pick up my copy of Readers 
Friends this morning. | pore over 
every issue for at least seven days 
and this is going to throw me out 
for the rest of the year.” 

“Who cares,” we chorused excit- 
edly, “when you can look at the real 
thing? For free.” 

Before he had time to reply, the 
sky filled with strange amber clouds 
and a torrent of icy liquid came 
flooding from the heavens. 

“Fan-tastic!” we screamed. “It's 
just started raining lager.” 

“Bug-ger!” Andy lamented, “my 
trousers are too short, making me 
rather unattractive to the ladies and 
preempting lots of childish ‘who's 
died?’ jokes.” 

Then, just as the Welsh windbag 
stopped grumbling, world peace 


was suddenly declared. 

“Fan-tastic!” we sang, before run- 
ning up to total strangers and hug- 
ging them. / 

“Bug-ger!” said Andy... 

Etc. 

So, as you can see, Andy Nuttall is 
not the most cheerful of chaps, 
which makes his affair with K240 all 
the more out of character. “Gremlin 
has unashamedly produced a game 
in the style of Popu/ous and Dune 2, 
but even if you have both of these 
I'd still advise you to buy it,” he 
spouted before gibbering embar- 
rassingly and imitating a chicken. So 
it must be good. 

| know what you’re thinking; you 
want a copy of K240, don’t you? But 
you're too tight to pay for one, 
aren't you? Well, we wouldn't 
expect anything less from you scum- 
bags, which is why we've teamed up 
with Gremlin to offer you the chance 
to win an A1200, and copies of 
K240, Legacy of Sorasil, Zool 2 
(A1200), The Lotus Trilogy and Pre- 
mier Manager 2— making a total of 
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six things to play! Five runners-up 
will each receive a copy of K240, 
which is still a great prize to win. 


GIMME, GIMME, 
GIMME! 

Oh calm yourselves, will you? All 
things come to those who wait, and 
this is no exception. So all you have 
to do to stand a chance of winning 
the A1200 and the games is wait. 
And then correctly answer the five 
stupidly-difficult questions below. 
_ And then stick the answers on a 


postcard or stuck-down envelope to: 
Maths-tastic! Competition, The One, 
30-32 Farringdon Lane, London EC1R 
3AU. And make sure your entry 
reaches us by July 28th. And make 
sure that it’s the first one picked out 
of the hat after that date. If you’re 
only interested in winning a copy of 
K240 (and who can blame you?) 
then make sure that your entry is 
either the second, third, fourth, fifth 
or sixth to be plucked out of the 
aforementioned hat. It really is as 
easy as that. All the usual The One 
competition rules apply and the Edi- 
tor’s decision is final. 


COMPETITION 


THE QUESTIONS 


1. If K=2, what is K+2+4+0? 
(A) 7 
(B) 8 
(Cc) 9 


2. If K=3, what is (Kx2)+4+0? 
(A) 10 
(B) 11 
(C) 12 


3. lf K=1, what is Kx(2+4)-0? 
(A) 6 
(B) 7 
(C) 8 


4. If K=4, what is (K+2)+4x0? 
(A) 0 
(B) 4 
(C) 6 


5. lf K=5, what is Kx(2x40)? 
(A) 400 
(B) 500 
(C) 600 
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And never before have we felt so low. In 
this special report, Gary Penn does what he 
seems to do best these days: complain. 


he recent ECTS at the 
Business Design Centre, 
Islington, London was 
like some sad scene 
from The _ Stepford 
Wives or Invasion Of The Body 
Snatchers: here was a collection of 
characterless shells thoughtlessly 
chanting the same words over and 
over again: “Silicon Graphics ... com- 
pact discs ... interactivity...“ And so 
on (and on and on). And on. The 
dirge reflected the ‘product’ — the 
so-called future of computer enter- 
tainment: rendered imagery with 
about as much life, originality and 
interaction as a stale bum egg. If, 
like me, you have been playing 
games for years and prefer having 
fun to indulging in ‘serious’ interac- 
tive entertainment, it doesn’t take 
long to realise that all these new- 
fangled ‘home entertainment sys- 
tems’ are unlikely to be offering any- 
thing fresh on the gameplay front. It 
makes you appreciate some of those 
old favourites and wonder why you 
ever even considered trading in your 
Amiga for something (allegedly) big- 
ger and better. 

The costume characters sent forth 
by publishers to create ‘product 
awareness’ were on their best 
behaviour at this latest show. Appar- 
ently (unfortunately, | missed this), 
but at another show last year, Mario 
almost (literally) had the stuffing 
kicked out of him by Alfred Chicken 
and Pierre le Chef. The ruck had to 
be broken up by Captain America... 
and resumed when the hero depart- 
ed. (There’s a game in here some- 

where, surely... ) 
Gossip-wise there's little to 


write home about. Artist David Rowe 
(his illustrations used to adorn many 
a Commodore 64 cassette inlay) is 
turning his hand to the computer 
screen with the graphics for a new 
version of Tir Na Nog — but not for 
yer actual ‘normal’ Amiga, so there 
you go. Never mind. OK let’s take a 
quick butchers at what's on offer for 
the Amiga this year... 

Well, 

is still busy coding Pinball Illu- 
sions: the multiball feature that 
every Dreams and Fantasies player, 
r... dreams and fantasises about 
will be ready for release around 
October time. “We spent so long 
developing the best possible pinball 
engine,” says 21st Century main 
man Andrew Hewson, “we see no 
reason why we shouldn't make the 
most of it.” 

And they will... Pinball Illusions 
should keep us happy until mid-1995 
comes alive with Pinball World — 
quite literally a world of pinball; a 
pintable taller and wider than any 
ever seen before, and probably a 
practical impossibility in the real- 
world. When Andrew Hewson starts 
talking about it, his little eyes light 
up like lights on a pintable. It’s a 
pity, then, that only the A1200 and 
CD32 are likely to do the same. 

So, ‘s ‘graphic 
adventure’ (or, if you prefer ‘interac- 
tive movie/novel’) Simon The Sorcer- 
er has made it to the CD32 — with 
speech from Chris Barrie (Rimmer 
from out of Red Dwarf) and Spitting 
Image’s Roger Blake making it the 
first ‘talkie’ adventure produced in 
the UK. | say: Big Deal — the spoken 
words only make it even more like 
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one of those sad talking books (but 
with animated pictures). A sequel’s 
in production, but | don’t care 
(there’s no way it’s coming to the 
Amiga anyway) — | have had it up 
to here (points to sphincter) with 
that style of limited, multi-disk puz- 
zle-solving stuff. I'm gutted (no, real- 
ly) that we won't be seeing any 
more of them on the Amiga. 

At least CODEMASTERS is creating 
a sequel to Micro Machines for the 
Amiga (and CD32 for that matter). 
Twice the speed, vehicles and cours- 
es are promised in time for a 
November release. About the same 
time, funnily enough, as Psycho Pin- 
ball, from the original Micro 
Machines team who have apparent- 
ly spent some two years developing 
realistic ball movement. It’s only on 
CD32 and features multi-player, 
multi-ball action complete with five 
sub-games. 

DOMARK’s only confirmed Amiga 
releases are a Championship Man- 
ager End Of Season Data Disk 
(phew!) and the sequel of sorts 
International Manager (ho hum). 
There’s not much more than “a 
good chance” we will see Mike Sin- 
gleton’s updated strategy-adventure 
hybrid Lords Of Midnight (plus a golf 
simulation), the console platformer 
Marco’s Magic Football (but then, 
there’s always Soccer Kid), and the 
motorbike racing simulation 
Kawasaki Super Bikes. 

reckons it 
won't be converting its playable NHL 
ice hockey simulation to the Amiga, 
but then it said that about FIFA 
International Soccer. EMPIRE’s Soc- 
cer, as written by Graftgold, doesn’t 
look as ‘together’ as | expected, 
more’s the pity. FLAIR has Surf Nin- 
jas, World Soccer ‘94 and Deadly 
Racers, while is full of 
surprises with John Harkes’ World 


Cup Soccer and a Bwacky racing 
game called Bump And _ Burn 
(reviewed on page 58 in this issue). 
Be still my beating heart. 

The Japanese giant [MAGINEER’s 
decision to add yet another log to 
the fire with Kick Off 3 for the 
Amiga is, well... awfully kind, | sup- 
pose. The game has loads of new 
features, but doesn’t appear to have 
made more of Kick Off's potentially 
interesting control mode. C’est la vie 
— but | bet it will be the best of a 
bad lot released to relieve punters, 
delirious with World Cup fever, from 
their hard-earned cash.. 


What is it — seven years since the 
oft-imitated Dungeon Master first 
appeared? Six on the Amiga? A 
sequel’s been a long time coming, 
but it’s here — almost. INTERPLAY 
doesn’t seem convinced by Dungeon 
Master 2's looks, which is noble, but 
| say: why worry if the playability’s 
strong (and it seems no worse than 
the original). 

| don’t know about you but I’m 
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bored with the predictable, oh-so- 
serious style of simula- 


tion with all those tedious samey mis- 
sions and intermission screens. Good 
news — for me at least, then — is 
that the Amiga won't be seeing many 
more of them. Speaking of missions, 
Impossible Mission, as in that Com- 
modore 64 classic from Epyx, is get- 
ting a new lease of life (as WiPed last 
issue) and the unofficial sequel to 
Laser Squad, UFO, will be out within 
the next couple of months. 

— here's a sad sign 
of the times... James Pond 3: Opera- 


tion Starfish is “too big” for the 
A500s and 600s of this world, so only 
A1200 and CD32 people can play the 


best (but not final) instalment so far. 
Millennium’s new character, Pinkie, 
may look unusual, but his platform- 
based exploits don’t seem radically 
different to what’s come before. 

To be honest, MIRAGE’s Rise Of 
The Robots, the combat game with 
rendered characters, looks like just 
another over-hyped beat-’em-up. 
Now is that down to a perceptive or 
blinkered viewpoint on my part? 

OCEAN is shouting about its fan- 
tastic-looking TFX (still a long way 
off) and Odyssey (even further), and 
why not? Both look stunning on the 
PC so let’s hope that the A1200 and 
CD32 versions are just as groovy. 
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reckons it won't forget 
the debt it owes to existing formats 
(such as the Amiga) as the company 
continues its journey through the 
over-hyped world of the compact 
disc and multimedia. But that doesn’t 
seem to mean it will carry on sup- 
porting them. Amiga Lemmings 3 is 
on the Autumn horizon — “Bigger, 
better, more frantic fun, another 
Lemmings best-seller in the making!” 
says Psygnosis. That tells us a lot. 
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| is supporting the 
Amiga “because the software still 
sells lots, it’s as simple as that,” says 
Tom Watson. “When it stops selling, 
we'll stop supporting it. Most Amiga 
gamers have been around for a while 
and they've played a lot of stuff and 
made buying mistakes and learned 
from that. They now know what they 
want and they buy it, so you have 
make sure everything you release 
now is... the best.” 

The first of the best to come from 
Renegade is Elfmania (see this 
month’s review on page 50). “Obvi- 
ously I’m going to say it’s really good 
fun,” says Tom Watson, obviously, 
“but there are two key reasons why 
Elfmania is so good: one, there’s no 
nasty violence — it’s all cartoony in 
the best possible Scandanavian 
/Japanese liberal taste; two, it’s not 
like other fighting games — there’s a 
new dimension with a resource issue 
where money equals energy. You 
‘hire’ fighters to fight bouts and 
make your own way through the lev- 
els - it’s not the linear formula where 
you reach the end and that’s it. You 


don’t have to tackle the big guys 
immediately, but you will have to 
take them on eventually. You get 
more time to enjoy playing it.” 

The Fin-tastic Stavros Fasoulas’ 
failure to convince a UK publisher to 
take on his odd-ball Galactic hasn't 
put him off his stride. His develop- 
ment unit Terramarque has put the 
finnishing (bad pun there) touches to 
Elfmania, and Stavvy is back in the 
designer-programmer chair with P/D 
(the translation is Pl Dollarally — a 
private investigator who catches 
crooks for cash). It’s Stavvy’s answer 


to computer-based race’n’chase 
action a la The Blues Brothers, Bullit 
etc. If the feisty Finnish fella puts as 
much energy into P/D as he did with 
his earlier works and places more 
emphasis on rewarding high-speed 
driving action than punishing time 
trials, I'd put money on PID turning 
out to be a right playable display of 
top-down racing. 

Something that is like something 
popular but not like everything 
else is Sensible World Of Soccer. 

“It’s an extension,” explains 
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Tom Watson, “it’s been a progressive 
development from the _ original 
through 1.1 and the Mega Drive ver- 
sion to this. It’s still Sensible Soccer 
— if it ain't broke, don’t fix it — but 
not stuck in one particular football 
niche. It has everything for everyone 
interested in football, and it’s not 
over-clever. Jops and Sensible love 
football and they’re writing the 
game they want to play. You really 
can ignore all the management stuff 
if you want, but if it does interest 
you, there’s an amazing manage- 
ment game in here.” 

Here’s something to get the hor- 
monally-imbalanced tossing in their 
sleep... This latest show saw a return 
to form for SYSTEM 3’s Mark Cale 
with his gaggle of gorgeous gals to 
get the guys gagging (and they did). 
They couldn't play Putty Squad but, 
strangely, nor could anyone else in 
their presence... 


Lintner 2 
NE >>> 


The Putty character has sotentia 
which wasn't fully realised in the first 
Putty game — and, to be frank, isn’t 
any closer to hitting the mark in 
Putty Squad (effectively more of the 
same, which | suppose is no bad 
thing if the original rang your bell). 
System 3 is aware of this and is 
building up for an intense, lengthy 
tweaking session to make the most 
of what it has (on the SNES) before 
the Amiga conversion goes too 
far. If System 3 can place more 
emphasis on the (literal) flexibil- 
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ity of the Putty character, Putty 
Squad will become more than just 
another traditional recipe platformer 
with fancy icing. 

‘s Martyn Brown is in typ- 
ically ebullient form: “Arcade Pool is 
just so playable and polished. It’s got 
a great feel, and every type of pool 
game is in there — you can play any 
type of set-up. We looked at all the 
other pool games; Archer’s looks 
good but... All these options, though 
— it's been a headache doing them 
and a nightmare testing all the fea- 
tures. The CD version comes with 
Superfrog. We want to fill the rest of 
the CD with an audio track sampled 
from a pub, for that authentic ambi- 
ence while you play pool. 

“Ultimate Body Blows for the 
CD32... It's the final word on Body 
Blows. We asked people what they 
liked and didn’t like about Body 
Blows and Body Blows Galactic and 
then fixed it. This is faster, has all 22 
characters from both games — and 
you can fight all of them, one after 
the other, in the Tag option.” 

But what of the future, Martyn? 
“There's a lot of new talent out 
there. Some Spanish guys were 
round with this game called Vita/ 
Light; it looked gorgeous but it was 
almost impossible to understand 
what was going on. We get a lot of 
people approaching us because they 
like the way we work.” The latest 
addition to The Team is Stardust pro- 


grammers Bloodhouse. “They'll be 
doing loads of stuff. It's early days 
yet, but already there’s been talk of 
the possibility of Project X 2... 
There'll be more A1200 stuff first and 
possibly down to the A500 — with 
1Mb minimum. The Alien Breed guys 
are working on some stuff but we 
won't announce that until Septem- 
ber. We're not going to change our 
attitude — we haven't since we start- 
ed — if anything we're stronger now; 
we've learned from our mistakes and 
other people’s. We're still doing what 
we want to do.” 

Apart from the official World Cup 
game, | wouldn't expect to see any 
more Amiga releases from US GOLD. 
Even good old dependable is 
turning its back on us (must be 
something to do with the change 
from Games to Interactive Entertain- 
ment)... Sensible Golf looks like 
being Virgin's (and Sensible Soft- 
ware’s for that matter) last ever stan- 
dard Amiga release. “It’s the Sensible 
Soccer of golf,” says producer Pete 
Hickman, “that’ s Roda it’s so > good.” 
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The conversion of Cannon Fodder 
to the CD32 comes complete with a 
digitised version of the video of the 
Sensible Software's hit single War 
(Has Never Been So Much Fun), PLUS 
a rendered cartoony introductory 
sequence AND no extra levels but all 
the classic feel and action that made 
war so much fun — and Cannon Fod- 
der a Number One among Number 
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Ones. Before then, brace yourself for 
Crash Dummies starring Slick (or is it 
Spin?). “It’s the best console conver- 
sion ever seen — it’s identical to the 


SNES original, except it’s on floppy 
disks,” said a Virgin spokesperson. “It 
manages to get across the message 
of ‘buckle up for safety’ in a surreal 
but effective way.” Quite. 

The 3D World War Il flight-‘n’-fight 
simulation Overlord is “from the 
same team as the excellent Reach For 
The Skies — need | say more?” says 
producer Pete Hickman. Yes, but not 
now. (See our WiP in the May issue). 

Finally, A1200 and CD32 owners 
can look forward to Virgin’s two 
most recent console smashes, Jungle 
Book and Aladdin, towards the end 
of the year. 

And, er... that’s yer blimmin’ lot! 
Until next time... 


As much as we like him, and appreciate 
the way he trundiles out the same old 
show report year after year, the opin- 

| jons of Gary Penn are not necessarily the 
opinions of The One. 


THE SPECTACULAR 
BEST SELLING MULTI-HELICOPTER 
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GUNSHIP SIMULATION 


TAKES OFF ON THE AMIGA CD32 


All the thrills. All the excitement. All the helicopters you could ever want | 


Gunship 2000: Available now for Commodore Amiga, Al200 and CD32 
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ony Bickley is a man 
with a fair history in 
the computer games 
industry. Here’s the 
potted version. Start- 
ing ten years ago at Thorn EMI as an 
Assistant Programmer, he worked 
his way up to Team Programmer, 
and then to Team Leader for an edu- 
cational company. He moved on to 
British Telecom as a Software Devel- 
opment Manager, looking after the 
Firebird label (which had the original 
Elite for the Spectrum, of all things). 
He spent three months at Melbourne 
House (Penetrator, Hobbit — see, | 
know my old games!) and then went 
on to be Senior Software Producer at 
MicroProse for three years. He's now 
been at US Gold for nearly two 
years as Senior Producer, with 
World Cup “94 under his wing... 
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So how does it all work down at US 
Gold HQ, then? 

Tony: Well, we tend to be team 
based, with a project assigned to a 
specific producer and once a month 
we have round table meetings to 
ascertain how it’s all going. The pro- 
ducer looks after the project from 
original concept right up to when it 
hits the warehouse, so he’s respon- 
sible for everything from initial con- 
cept through to putting the actual 
design team together, managing 
that team, overseeing code produc- 
tion and generally maintaining the 
resources and scheduling. The pro- 
ducer is also responsible for over- 
seeing any QC (quality control) and 
though we don’t deal with the 
duplication itself, we do have to 
create the masters and test the 
code etc. 


ducers 


This is Striker, the 
official mascot 
for the World 
Cup. US Gold has 
included this skill- 
ful dog through- 
out the game to 
lead you through 
the options and 
various practice 
set-ups. 


you're 
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(Left) Well here’s the man himself, and what a hand- 
some devil he truly is (your words, not mine, Tony!). 
“I've been in the industry for ten years and am abso- 
lutely paranoid [about piracy], so any version that 
has gone out of here has been totally fingerprinted, 
and I've personally got half a dozen of my ‘Mafia 
boys’ ready to ‘talk’ to anyone who sends it out — 
so I'm positive that no code will leave these premis- 
es until ship-out date.” 


If it's World Cup ‘94 Senior Pro- 


looking for, 


you've come to the right place. 
Matt Broughton staples his 
new dictaphone to the ‘Man 
from US Gold’ and asks lots of 


girly questions... 


an yours 


And how did you come to get the 
World Cup licence? 

Tony: Because of our involvement 
with the Summer Olympics and then 
with the Winter Olympics titles, we've 
got quite a good tie-in with Time 
Warner. When the licence came up 
we were just offered it, and because 
we'd enjoyed considerable success 
with the Olympic titles, both in terms 
of quality and sales, we took it. 


Are you aware how many football 
games are due to be released within 
the next few months? 

Tony: | wasn’t sure how many, but | 
was expecting it because I've done 
two other footy games and they've 
both coincided with the World Cup. 
Last World Cup [1990] there were 29 
other football games out there and 
23 football management games. This 


year, | was expecting a flood of 
them, and as usual it happened. 


Does the scale of the competition 
frighten you? 

Tony: No, because I’ve had 14 
months to prepare for it. You see, we 
decided to go a certain way with the 
project. Without naming other soccer 
games, some have gone for large 
chunky graphics and superb crowd 
sounds, and have paid the price in 
terms of gameplay — because you've 
haven‘t got enough RAM for both. 
These games might look incredibly 
beautiful and sell very successfully, 
but they don’t play well. Others have 
gone for incredibly small sprites, vir- 
tually no sound effects or special 
effects, but boast awesome game- 
play. We chose to go somewhere 
down the middle. World Cup ‘94 will 
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be reasonably pretty, with decent 
sound, and as much gameplay as pos- 
sible. We've done a fair amount of 
NarKet research aii a.uny the way aria 
| thin We ve achieved wnal we sec 
vui lo do — Wwilich Was basically to 
produce the most playable game for 
anybody to play. 


How have you made it the most 
playable for ‘anybody’? 

Tony: Basically, you can play the 
whole game by pressing one button 
all the way through. It does automat- 
ic shot at goal from the penalty area, 
automatic tackling if you haven’t got 
the ball, automatic passing if you 
have got the ball — so someone 
who's never played it before, could 
play straight away. 


And how have you catered for the 
real footbali fanatics? 

Tony: Well for the football people 
[probably look like Bertie Bassett only 
with footballs for heads — Matt] it’s 
also got the power shots, the kicks 
with after-touch, the chips etc. as well 
as the full- and medium-powered 
shots. For the real football aficionados 
you've also got the power of our tac- 
tic editors, which | think are second to 
none. 

As far as | know (and I've looked at 
most of them) there isn’t a formations 
or tactics editor which comes any- 
where near the power of ours, except 
on some of the player/manager 
games where they don’t play football 
as such. So as | say, what we've tried 
to do is get a game that anyone can 
play straight off, and a game that’s 
fully ‘customisable’ to the way you 
like to play — so you can adjust the 
‘glue factor’, the speed of the players, 
the power of the kicks etc. etc. This 
means that if you like the way Sensi 
plays, you can adjust ours so that it 
feels the same — if you prefer the 
way Goal! plays, you can adjust the 
game accordingly. And these settings 
are for individual teams, so if you 
want to play with one setting, and 
your friend wants to play differently, 
that’s not a problem. 


“Basically, you can play the whole 
game by pressing one button all the 
way through," admits Tony. It does 
automatic shot at goal from the 
penalty area, automatic tackling if 
you haven't got the ball, automatic 
passing if you have got the ball — so 
someone who's never played it 
before, could play a game straight 


Here we can see World Cup ‘94 doing 
its best to look like a cross between 
Sensi and Striker. “...if you like the 
way Sensi plays, you can adjust ours 
so that it feels the same — if you pre- 
fer Goal! you can adjust the game 
accordingly. And these settings are 
for individual teams, so if you want 
to play with one setting, and your 
friend wants to play differently — 
that’s no problem," says Tony. Again. 


I'm a bit confused by this picture as it 
seems to show not only a player 
about to take a throw-in, but a sec- 
ond mystery ball already on the 
pitch. History tells that many years 
ago a Sir Augustus Johnson Bt. was 
tragically killed when a ball was 
‘kicked very hard at his face.’ To this 
day, the ball can often be seen wan- 
dering the pitch looking for lost 
souls... | made that bit up actually. 


(Right) Oh my word! I'm afraid No.3 
has just shown No.7 exactly why 
they call him ‘bloody boots’. Mind 
you, he won't get away with it, 
because here comes the ref’ and he’s 
not very happy. Look, he’s even got 
a nice little book to write his shop- 
ping list in. Or something. 


Have you seen any of the other footy 
games in production? 

Tony: I've seen them all, I've read 
every review, preview [and igloo?] 
that has appeared in at least the top 
10 magazines [definitely not The One, 
then], and I’ve got hold of all the 
demos and production copies avail- 
able at all the recent shows — so yes! 


And are you still confident that 
World Cup is the best? 

Tony: Yes... | mean, to be honest 
there are certain aspects of the game 
that don’t quite match up to the 
opposition, but there are others that 
completely hammer them. So | think 
World Cup comes out on top overall. 
Mind you, if | didn't think that we 
wouldn't have released it yet. 


How are you approaching copy pro- 
tection with World Cup? 

Tony: | haven't decided for the flop- 
py versions to be perfectly honest, 
but we'll probably go for a manual 
protection — it’s tough enough and | 
don't like penalising users by 
installing disk protection. We'll be 
looking for reasonably heavy ship 
out, and therefore by the time the 
pirates have the game cracked we 
will have done most of our numbers. 
I've worked in the industry for 10 
years and am absolutely paranoid 
about piracy, so any versions that 
have left the building have been 
totally fingerprinted, and I've got half 
a dozen of my ‘Mafia boys’ ready to 
‘talk’ to anyone who divulges it — so 
I'm positive that no code can escape 
these premises until ship-out date. 


Is this your general stand on copy 
protection? 

Tony: The bigger and better the 
game, the quicker it will get cracked. 
| think what you have to try and do is 
minimise piracy without inconve- 
niencing the genuine user, and the 
best way to do that is to stop ‘little 
Johnny’ giving it to his mates at 
school — you're never going to stop 
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the professionals. You're really trying 
to stop the casual copier until the 
pirate copies hit — which could be 
any time from five days to five weeks. 
Hence, the faster you do your big 
ship-out the better. 


What do you think of the general 
Amiga scene right now? 

Tony: | still see it as a reasonable for- 
mat. It’s not faring as well as it could 
against some in the PC market, and 
to be honest a lot of the problem is 
down to Commodore themselves. | 
mean, | produce World Cup for the 
Amiga, and there are 10 different 
machines that | have to test it on — 
not to mention the number of differ- 
ent drive types per machine. The 
number of different permutations | 
have to run through is just a night- 
mare! Having said that, I’ve just been 
assigned my next Amiga project, so 
we will still be producing into 1995. 


What are your views on the CD32? 
Tony: We are definitely supporting it. 
At least a third of our projects will be 
appearing on the CD32. | think CDs 
are the way forward at the moment, 
but not really with all this ‘video wall’ 
technology that everyone seems 
hooked on. | think you concentrate 
on gameplay and if you can use the 
video technology — fine, but if you 
can't, just concentrate on the game- 
play. It’s a more reliable media, it’s 
huge compared to floppy, and if you 
can write a game that doesn’t need 
fast disk access then it’s a definite 
step forward. 


What are your next projects? 

Tony: They're all under wraps at the 
moment I'm afraid, but one is an 
Amiga arcade/action game in the 
Flashback mould, with Rotoscope 
characters and very realistic action, 
based around ‘good saves the world’. 
{[Hurrah!] 


Cheers then, Tony, we look forward 
to reviewing Worid Cup next issue. 
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- Fully correct player details from every competing country. Play in a world league or 
_. create your own player / sides to play in which ever tornament you like. With full editing 
= facility! 


~ boasting player after-touch, superb responsive player control, huge positional 
~ tactical possibilities available right down to your subs! EVERY player from 
* EVERY team is different with all skill ratings shown! 


ee Full match statistics giving massive detail from play percentage down to how 
_ many good or bad passes a particular player has made. 


ete s in the most versatile and comprehensive game of its kind!!! (with vast range of shots 
crosses / set pieces / player control) 
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att’s throat hurt. “Er, Mr 
Broughton,” said the kindly 
Indian doctor reaching for a 


A | knife that could only be described as 


‘sharp’, “I'm afraid this will most 
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“Are you sure?” Matt dribbled as the 
instrument was placed in his mouth. 

“Oh yes,” he replied. What could be 
wrong with my tonsils, thought Matt. 

“The thing is Mr Broughton, you don't 
have a normal pair of tonsils! I'm looking 
at this month's Work In Progress.” 

Later as Matt skipped home, he glanced 
at the Thing floating in formaldehyde, 
and realised that it was. Of course. 
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Sounding more like a mid-50's Western Star than a video game 
character, Ruff Rogers is about to hit the small screen in a big 


way. Andy Nuttall finds out just what the hell is going on. 


Well, sort of. 


Ruff ‘N’ Tumble 
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In-house: Jason 
Perkins (Programming); Robin Levy 
(Graphics); Richard Joseph, Jason 
Page (Music) 
March 1994 


September 1994. 


(Probably.) 
ason Perkins is a fine example 
J of an industry veteran: he’s 
young, he’s enthusiastic, and 
he’s been programming games for as 
long as he can remember. Many of 
you will no doubt recall some of his 
creations for the Commodore 64: 
Monty on the Run, Thing on a 
Spring... ringing any bells yet? 
Experienced though he undoubt- 
edly is, Jason has not yet produced 
any finished games for the Amiga, 
despite the fact that he’s perhaps 
best known for initiating Apocalypse 
for Virgin — but thankfully, that’s all 
about to change with the release of 
Ruff ‘n’ Tumble through Renegade. 
And what's more, I'm confident it’s 
going to be a stormer. 


which looks remarkably realistic. 


Even the explosions aren't simply ordinary. 
Each stage of the blasts has been painstak- 
ingly drawn, creating an organic effect 
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“This is Bobby Tinhead, the stupidest of the 

“His attack move is to 
just duck his head and run! When you shoot him, 
he just falls on his backside, then gets up and runs 
“ The coins, incidentally, are unused 
marbles — once you've collected all the marbles 
you need, the others turn into coins which can give 


Tinhead family,” says Jason. 


at you again. 


you loads of points 
Although it’s 
essentially a _plat- 
form game, Ruff ‘n’ 
Tumble is so good | 


reckon that. the 
mockers of the plat- 
form genre are 


going to have to eat 
their baseball caps. 
The emphasis is on 
sheer playability — 
Jason's avowed aim 
is to produce the 
most playable plat- 
form game_ ever 
though what he’s shown 
us so far is much more 
than that. In Ruff you'll 
discover crisp, clear 
graphics, powerful music, 
and the driving force 
that’s missing from so 
many platformers. 

Ruff Rodgers, the star 
of Ruff ‘n’ Tumble, is a 
cheeky little chap with 
big, blue eyes and a big, 
shiny gun.“We want to 
give Ruff a bit more char- 
acter than you find in 
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We wanted 
it to be fast and 
furious so that 
there’s more to 
do than just 

solve puzzles. 


Jason Perkins, 
Ruff 'n' Tumble programmer. 


eee most games,” says 

Jason. “We've come up 

with this band of Doc- 

tor Destiny's foot sol- 
diers called the Tin- 
heads.” The Tinheads 
are, perhaps unsurpris- 
ingly, a ‘bunch’ of 
robotic adversaries — 
but instead of the cold 
and relentlessly evil 
types portrayed in The 

Terminator etc — Tin- 

heads are cute. They 

still try their best to kill 
you, but at least they 
do it with a smile and 

a song. 

As Jason shows me 
Ruff, | detect a cer- 
tain confidence. He 
talks unbelievably 
quickly, demonstrat- 
ing the game and 
burbling technical 
details along the 
way, pausing only 
when | interrupt to 
enquire what the 
hell he’s talking 
about. When he 
plays he’s on a high 
(that’s figuratively, 
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Here we see Ruff in action, gaily col- 
lecting a huge row of coins. He looks 
really happy, don't you think? 
Although he'll probably be laughing 
on the other side of his face when 
those floating things are activated — 
because they fire real bullets, so 
we're told. 
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The blue crinkly platforms are slip- 
py-slidy worlds, where so much as a 
step can send you skating off like a 
madman, directly into the path of an 
oncoming Crawler. Looks nice 
though, eh? 


folks!) and a programmer who gets 
really engrossed in his own project is 
a sure sign of a good game. 


Shortly, Jason reaches a point in level 
two where the baddies aren’t in their 
correct places. “We would introduce 
new characters here — if we had 
them!” he confesses. “Which we will, 
of course. Now, this is where we 
introduce the new weapons.” Clev- 
erly, Jason realises that switching the 
subject to large shiny guns is a guar- 
anteed way of ensuring | don’t ask 
too many questions about the cur- 
rent lack of characters. 

“When you get to the second 
level,” he offers, “ you will find big 
guns — rocket launchers, that type 
of thing. Here, we have a machine 
gun [you'll just have to imagine this], 
which along with the rocket launch- 
er is the only weapon we have imple- 
mented so far.” | have to say, inci- 
dentally, that the rocket launcher is 
one of the most impressive bits of 


firepower I've ever seen in a com- 
puter game. As well as being huge- 
ly powerful, the movement as it 
accelerates away from young Ruff is 
very realistic. “It took us a long time 
to get the feel right as you fire the 
weapon,” says Jason. 

The current arsenal will eventual- 
ly be augmented by a laser, a 
flamethrower, and a three-way, er... 
thing. “Another problem is balancing 
the HTKs,” Jason informs me. 

Excuse me, the what? “HTKs,” he 
explains. “Hits To kill. It’s a technical 
term meaning the number of hits a 
character can take before dying.” Oh, 
those HTKs. Of course, | knew that. 
Go on, please. “The rocket launcher 
and other weapons have to have a 
higher HTK rating than the smaller 


guns, so that when you ‘tool-up’ you 
feel hard.” 

Platform fans will no doubt be 
curious as to the number of levels 
you can expect, and you'll be pleased 
to know the answer is 24 — and 
they're big. Split into four worlds, 
each containing six levels, each 
slightly larger than the last. Each 
level, true to form, has an end-of- 
level baddie, with metallic looks to 
match the Tinheads. The first is a tin 
owl, which flaps and flutters mani- 
cally around the screen. “We toyed 
with the idea of setting these things 
up,” says Jason, “so that when you 
blow their heads off you find a Tin- 
head inside controlling it and mov- 
ing it around, but I'm not sure if 
we'll do that now.” 

“I'm not a very mathe- 
matical programmer,” he 
confesses, “but | was 
speaking to someone at 
the ECTS show who will 
be helping me to get a 
more ‘swooping’ action 
on the flying end-of-level 
baddies.” Call me old-fash- 
ioned, but | thought the con- 
cept of idea-swapping between 
programmers had been lost in this 
age of conglomerate software pro- 
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ly graphics you see before you. About seven 

years ago, in his own words, he was “a bit of a 
sad act who wandered into a local computer shop and 
met up with two guys who thought they could crack 
games — but they couldn't really.” 

Those two guys turned out to be the co-program- 
mers of Armalyte on the C64, and they asked Robin 
if he wanted to do the graphics. After that, he worked 
on Last Ninja 3 (the C64, not the Amiga version, he 
stresses), and the Amiga game Myth for System 3. 

One of Ruff’s aims in the game is to collect differ- 
ently-coloured marbles — a certain number of each 
colour to open the doors of a level. “It was a case of 
Mario’s got coins and Sonic's got rings,” Robin told us, 
“and Ruff needed something to collect, so he got mar- 
bles. The game itself is reasonably plotless; and if we 
do have a plot, it'll probably be contrived and really 
tongue-in-cheek.” 

So how did Robin get involved with the project? “| 
worked with Jason briefly on Apocalypse a couple of 


Pod obin Levy is the man who created all the love- 


Originally called Molly, Polly is 
a bit like the T-1000 from 
Terminator 2, according to 
Robin. And he should 
know, after all. He slides 
towards Ruff like a blob 
of mercury, and then he 
morphs into a Tinhead 
before mercilessly slaugh- 
tering you. Nasty. 


“The Whizzard 
appears next to 
Ruff in a twinkly- 
type animation,” 
says Robin, mys- 
teriously. “In the 
game we'll set up 
places in which he 
can appear, and 
then when you 
shoot him he won't 
appear again. Like a true wizard 
he uses magic to get at you.” 


“The Jetcopter is one of the things 
me and Jason are still discussing,” 
Robin tells us. “Originally it was going 
to be on World 1, but now Jason wants to 
use it as the main end-of-level 
boss. | want to do some- 
thing much more 
special, though. 
It took me 
ages to do — 
two days of 
constant 
slog. 
Originally 
he began 
as a nor- 
mal 
Tinhead 
with a 
jetpack, and 
then he grew 
into what you see 
before you.” 


“While | was planning Ruff ‘n’ 
Tumble | wanted to create an 
army of little Tinheads,” says 
Robin, “but | was over-ambi- 
tious. My intentions were to 
have armies of Tinheads 
approaching on the screen, all 
doing different things — but 
that was way too processor- 
intensive. Jerry, pictured here, 
will appear on World 4, in a kind 
of Germanic castle also inhabited by 
the Knight. He’s well-armoured, and he edges towards 
Ruff as he approaches.” 


“As well as Brainiac on 
this screen,” says 
Robin, “you can see 
Teenymek, which 
is generated by 
Brainiac. This is 
his main mode 
of attack, 
making him 
quite a hard 
opponent. The 
thing below is 
called Rocket 
for now, 
because we 
haven't thought 
of a name yet.” 


“Like Jerry, Knight side- 
steps towards you with 
his shield up,” says 
Robin, “and then he 
swings his shield away 
before swiping at you 
with his sword. This is 
the enemy I'm most 
pleased with.” 


“This guy, the Miner, appears in the 

underground section of World Two,” Robin 

informs us. His attacking move, apparent- 

ly, is to extend that evil drill he’s holding, 
which can cause nasty chafing just 
above the knee (as anyone who has 
seen Driller Killer will testify, presum- 
ably.) 


years ago, and since then we've kept in touch. 

One day | got a phone call out of the blue, and 
he asked me if | wanted to do a game with him. 
At the time, Jason wanted to do a cute platform 
game, but | fancied a mindless blast-’em-up.” 

Robin goes on to say that the original idea for Ruff 
was a platform-based Defender — which he reckons 
wouldn't be too far-fetched an idea. Although it hasn't 
turned out quite like that, there are similarities — if 
only the from the playability aspect. “The main char- 
acter is actually Ruff number five, and there'll hope- 
fully be a sixth. I'm a bit of a perfectionist, so I'd like 
to tidy the character up a bit, make him look more 
defined and shiny.” 

Robin, being a kindly, sharing sort of chap, gladly 
agreed to send us some of his animation files so that 
you can get a good feel for the enemy before you even 
play the game. Dotted around this box are some of 
them, along with his descriptions. 
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(Above) “There's an area of the game where the Tinheads are actually being 
assembled,” Jason confides, “so we're building in some big furnaces to 
make it look like a steel-works. We'll have the Docker [a manufacturing 
droid] coming in through some big, heavy steel doors, and get lots of spe- 
cial effects going. To create a Terminator 2-style effect, really.” And part of 


that level will look like this. Probably. 


ducers with teams of faceless pro- 
grammers churning out mass-pro- 
duced games. However, Jason reck- 
ons that it happens more often 
nowadays: “People are less precious 
about their ideas and their code,” he 
tells us. “On the Commodore 64, to 
get the screen scrolling in a frame 
[S0Hz smooth-scrolling, fact-fans] 
was precious knowledge. Now, with 
the bigger machines, it’s easier to do, 
so people get more and more free 
with their ideas. Of course, there are 
still those who won't give you the 
time of day in case they accidental- 
ly give something away.” 


After mentioning the good ol’ C64, 
Jason gets all dewy-eyed and wal- 
lows nostalgically in the mid-’80s. He 
remembers the programming limita- 
tions imposed by the memory of the 
C64 and says that he hasn't encoun- 
tered similar problems with the 
Amiga. “There’s too much memory, 
sometimes,” he wails. “On the C64 
you had problems shoe-horning all 
the code and graphics in, but now 
there’s loads of space — and at first 
you really don’t think you’re going to 
make use of it. Mind you, it won't be 
long now before it’s full.” 

An interesting feature which Jason 
is building in to Ruff, but which is 
under-used in most games, is some- 
thing he calls the “auto scroll con- 
troller.” Allow me elucidate. 
Ahem. Now, how many times 


(Left) If you have to fall from a high, 
er, height in Ruff ‘n’ Tumble, you'll 
generally find something soft to 
land on. Take this spring, for exam- 
ple, which enables you to bounce 
really high and reach some secret 
bonus level-or-other. Possibly. (You 
don’t know what you're on about, 
do you? — Simon). 
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have you played a platform game, 
only to discover a mysterious hole in 
the ground which may or may not 
kill you should you venture down- 
wards? | know | have, many times — 
and apparently all that can be solved 
with this, er, thing. 

Apparently, each block which 
makes up the screen is given an 
attribute — that’s a number to you 
and me. As Ruff hits each of these 
blocks, the attribute tells the game 
which way to scroll — so you can 
always see which way to go. Simple, 
eh? Rather than just keeping the 
character in the centre of the screen, 
as some games do, this method is 
more flexible — so if the designer 
thinks you should be able to see 
more above you, then that’s easily 
possible, and automatic. Something 
like that, anyway. 

Ruff ‘n’ Tumble doesn't use any 
parallax scrolling. This was a con- 
scious decision taken by Jason and 
Robin Levy (graphics), because they 
felt that they wouldn't be able to 
make it as fast and playable as they 
would like. “We did begin develop- 
ing a parallax scrolling background, 
in 16 colours, but then Robin creat- 
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(Above) “You can tell this guy's a 
Docker,” says Jason, “because he’s 
got a large welding mask on. Sparks 
fly off when you shoot him at the 
moment, but we want to try and 
make these act like the Baiters from 
Defender. So when he dies, he leaves 
a load of deadly sparks behind him.” 
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The end-of-level bad- 
dies will have an 
energy bar, R-Type 
style, which shows 
how many hits he’s 
taken — a useful fea- 
ture criminally under- 
used in most games. 
This baddie’s proba- 
bly called a Stomper 
or something, and it 
needs a good few 
rockets to knock it 
out, I'll tell you. 


(Above) “And those, of course, are Robo-Fish,” says Jason, helpfully, as | 
float helplessly down into the murky depths. Still, they die like men, but 
not before they've sunk those foul fangs into your jeans a few times. Urgh. 


(Left) “All of your opponents in Ruff 
‘n’ Tumble are metallic-based,” says 
Jason. “The enemies here are called 
Blades, because they chop nastily at 
your feet.” The power lines below 
are a source of frustration for Ruff, 
because even the weakest of 
enemies can take a pot-shot at you, 
causing you to recoil onto the elec- 
tricity — instant death. 


ed some screens in 32 colours with 
no parallax. To add a three-dimen- 
sional aspect to it, though, we came 
up with ‘non-parallaxing parallax’ — 
which basically means that we blur 
some of the things which are sup- 
posed to be further away, to create 
the impression of depth.” 

Suavely, | slip a copy of last 
month’s WiP of System 3’s Putty 
Squad to Jason, because in it | had 
written how graphic artist Phil 
Thornton had used a similar tech- 
nique. “Yeah, | believe that Robin 
and Phil [of System 3] are good 
friends,” Jason continues, “and | 
think they probably came up with 
the idea in the pub one night. | don’t 
know exactly who’s claiming it, but 
both games use the technique.” 

When Jason first started Ruff ‘n’ 
Tumble he had no idea who would 
be doing the graphics — although he 
did have Robin in mind. “The original 
drawing of Ruff was sketched by 
Robin's boss,” Jason tells us. “He's a 
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Canadian bond broker and a car- 
toonist in his spare time. Robin was 
having a bit of trouble, because he’s 
not really a cartoonist.” 


Jason feels strongly about involve- 
ment: the need to get the player 
doing as much as possible. “We've 
positioned small puzzles here and 
theresuch as ladders which are acti- 
vated by shooting a switch. Then, 
you can use the ladder to climb up, 
shoot baddies, and then get another 
ladder by shooting the next switch. 
That way, we can make the game 
more exciting and challenging at the 
same time, and it avoids the need for 
passive moving platforms which are 
overused in most platform games.” 


If Jason is enthusiastic about Ruff 
‘n’ Tumble, even though it’s basical- 
ly 'only' a platformer, he is positive- 
ly gushing about the CD32 version, 
which he plans to produce with 
Dolby Surround sound. 

“| approached a guy called Dale 
Leary at Dolby Labs, and inquired 
about using the Surround sound 
[called Pro-Logic, hi-fi buffs] with a 
CD-based computer game. He gave 
me a top scoop on their system, and 
told me to ring Yamaha. So _ they 
sent me an AV amplifier and basical- 
ly, the deal is, they get a mention in 
the manual, and | get the system. 

“With Pro-Logic you've got left 
and right speakers as normal, and 
also a central speaker which means 
you can lock the action onto the 
screen. Two other speakers which are 
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positioned behind you can be used 
for sound effects or whatever, so you 
can have explosions and things com- 
ing from whichever direction you 
want. Also, you can have effects 
which effectively jump out of the 
screen towards you, which is very 
simple, and very effective.” 

Hmm... perhaps I'll buy that CD32 
after all... 
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“Just do this WiP of Kick Off 3, would you?” said Simon, as he, Matt and Harry went off 
for another game of Sensi Soccer. Andy, as conscientious as ever, agreed without a mur- 


mur. Stupid Welsh git. 


hen you see Kick Off 3, | 
promise you'll like it.” This 
age-old yarn, (oft on the 


lips of PR people), came from Anil 
Gupta, owner of Anco Software. As 
it happens, Anil is one of the game’s 
designers, so perhaps he should 
know better than anybody — but 
hell, we wouldn't be the hardened 
hack-journos we are if we believed 
everything the softies told us. 

The press release which sprang 
from the fax machine minutes later 
didn’t so much visit Cliché City as 
buy a two-bedroom condo and move 
in. It produced such gems as “Kick 
Off 3 takes the computer soccer 
game into totally new dimensions,” 
“Kick Off 3, easy to play, hard to 
master,” and the amazing ”... bring 
the deafening action of a live soccer 
match into your home,” (imagine it 
now: Cantona nutmegs a pot-plant 
and crosses low to Ince who’s prowl- 
ing around the edge of the sofa). 

But jest ye not, for Anil Gupta’s a 
man with a mission. This time Anco 
has teamed up with Japanese con- 
sole giant Imagineer, to produce the 
latest in the Kick Off trilogy. For 
those of you in the know, there’s no 
Dino Dini this time, but Steve Screech 
plays a big part (many of you will 
remember him for being the card- 
heavy ref in the first Kick Off game, 
of course). “Steve was an advisor 
with the original games,” says Anil, 
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In-house; Anil 
Gupta (Publisher) Steve Screech 
(Programmer/Designer), Van De 
Pear (Artist). 
January 1993 
June 1994 
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“to get the game right — because 
Dino didn’t know very much about 
football. With Kick Off 3 he’s done 
50 percent of the design, and 100 
percent of the programming. It's 
taken a hell of a long time to create 
— about a year and a half from start 
to finish.” 

Perhaps because of Dini’s absence 
from Anco, the all-new Kick Off 
marks a departure from the style of 
the previous games. For a start the 
angle’s different: the game’s viewed 
from the side, giving the action a 3D 
feel which seems to owe more to the 
likes of FIFA Soccer than our Sensi. 

“There’s no. similarity at all 
between Kick Off 3 and our previous 
games,” insists Anil. “It’s been total- 
ly re-done from. scratch, and 
although it does use some of the fea- 
tures which made those games 
great, for the most part it is differ- 
ent.” If Anco is to be believed, there 
are over 2000 
frames of anima- 
tion gracing the 


As well as the 
World Cup compe- 
tition, you also get 
the league option. 
True to form, 
Cameroon are near 
the top — let's 
hope they see simi- 
lar results in the 
Cup this year as 
they did in 1990, 
eh? 
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new pitch, a number which puts to 
shame many of the 50-odd other 
footy games around on the Amiga. 

Kick Off 3’s biggest claim, though, 
according to Anil, is the separate 
play of each team member. “In most 
soccer games,” he says, “every play- 
er who gets the ball is obliged to run 
towards the goal and shoot.” True 
enough, | suppose, and | admit it’s 
something I've never really consid- 
ered before... “Kick Off 3 isn't like 
that,” he continues, “because we've 
built-in nine types of key player, who 
perform a pivotal role in determining 
the way a nation plays. 

“These are the ‘Sweeper/ Libero’ 
[a kind of midfield sweeper played 
in Italian league football], ‘Centre 
Back’, ‘Full Back’, ‘Playmaker’, 
‘Winger’, ‘Striker’, ‘Goal Maker’ and 
‘Target Man’. Each player has his 
own job to do, and that makes for 
much more strategic and ordered 
play. It is the different combinations 
of these players that make for the 
individual styles of the competing 
nations. The quality of these key 


men, and how they are utilised, is at 
the heart of Kick Off 3.” 


As you would expect, Anco is claim- 
ing that the game is a revelation; a 
“unique” game, and other lyrical 
waxes. The main feature is player 
independence, which | suppose 
means that each team plays like a 
team — and the players don’t just 
leg it to the opposing net every time 
they sniff the ball. Anil again: “The 
depth of Kick Off 3 is phenomenal. 
All the teams play totally differently 
— for an example, take Brazil. They 
play a short tight game, with very 
high flair. With England, though, you 
find the ‘keeper boots the ball way 
past the half-way line, then the mid- 
fielders get it and hoof it up again. 
The tall target men will then try to 
head it in to the box, or if they can’t 
do that they will head it down for 
somebody like Andy Cole to slot in. 

“You'll find all of these things in 
Kick Off 3, plus accurate detail for 


every team involved. The style of 
play is totally different.” 

Anco has really gone to town on 
the stats for each team. Apparently 
it was necessary to store a number 
of different variables for each of 
them; enough to make them act 
independently and _ intelligently. 
“Each player has 15 statistics, which 
make him what he is,” Anil explains. 
“After that, each can play according 
to eight available tactics — which 
are not necessarily 4-2-4, they could 
be 1-3-2-5, for instance — and this 
means that every player can be, and 
will be, different. 

“A Brazilian playmaker 
isn't the same as a Dutch 
or a Nigerian playmaker. 
There’s an enormous dif- 
ference in quality. Also, 
the Italian libero, a player 
such as Franco Baresi, is 
far and away the best 
player on the field — but 
you don’t get that type of 
player in a German or an 
African team.” 

Because Kick Off 3 is to 
be released in time for the 
World Cup, naturally the 
teams and player names 
have more than a little in 
common with the compe- 
tition. Unofficially, of 
course. “All the teams in 
the World Cup are in 
there, plus eight more,” says Anil. 
“England and France qualify on 
merit,” (and, presumably, because 
otherwise Anco could kiss big 
potential sales in these countries 
goodbye, of course...) 

“If you look at the Latin-Ameri- 
cans teams, they don’t have much 
stamina, so it is all done as a very 
quick passing game. In Africa, they 
produce very strong sides like the 
Europeans, but they 
play with flair like the 
Brazilians. Again, 
we've covered all this 
in the game — | 
mean, we_- even 
looked at the diets of 
the teams!” At this 


I've produced 
a game which 
must use a two- 
button joystick, 
and you can't 
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officially being touted as a World 
Cup game? “Yes, it is,” replies Anil. 
“There is one cup, one league, and a 
challenge mode. Also, we've built-in 
a practice mode, which we thought 
was very important.” 

Despite having all those teams, 
no more than two players can play 
matches. That's in contrast to other 
games, Kick Off included, which 
enabled loads of teams to partici- 
pate in a cup com- 
petition. Perhaps 
the strangest 
thing, though, is 
the choice of con- 
trol method: “It 
must be played 
with a two-button 


point, | considered play it joystick,” Anil 
that Anil was sticking otherwise. reveals, and he’s 
his head just a bit too Anil Gupta. quite adamant 
far into the clouds. Anco. that the game 


However, the best was yet to come: 
“We talked a lot to Kevin Keegan 
about this sort of thing.” Oh, yes. 
Likely story, guv’nor. “We talked for 
a long time,” Anil insists, “and 
because of his experience we gath- 
ered a lot of information about how 
the diet and coaching, things like 
that, affect players’ performance.” 


So here’s the burning question: if it’s 
released around the World Cup, is it 


couldn't be designed any other way. 
Ask him what people should do to 
get around the problem, and he 
snaps: “Well, just don’t buy it, and 
don’t play it then! I’ve produced a 
game which must use a two-button 
joystick, and you can't play it oth- 
erwise. So, you'll have to invest in a 
two-button joystick to play it. Most 
joysticks have two buttons now.” 
While | agree that most joysticks 
have at least two buttons, surely it’s 
usual for each button to do the 
same thing in order to cater for 
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Anco has managed to squeeze in over 2,000 
frames of character animation into Kick Off 3. 


Even FIFA Soccer on the consoles has less, so 


you can imagine we were a teensy-bit disbe- 
lieving at first. Then, we saw these rather 
impressive work-in-progress screens, and now 
we're starting to believe it. 

As you can see, there are between five and 
ten animated sprites for each move, and given 
the large number of moves which Anil Gupta 
keeps shouting about, there should be a lot 
more where this came from. The result should 
be impressive: you'll be able to find out for 
yourself in just a few weeks’ time, but until 
then just sit quietly and drool over these 


screenshots. 


either left or 
right-hand- 
ed players — 
at least on 
the Amiga. 
Still, pre- 
sumably he 
must know his stuff. 

Well, what do these two buttons 
do, exactly? “There are so many dif- 
ferent combinations of moves,” he 
says, “such as high kicks, crosses, 
pushing, volleys, headers, sliding 
tackles, etc., etc — it couldn’t be 
done with one button. There are 
over 2,000 frames of animation — 
page after page after page of them, 
all of which show-off the moves in 
great detail.” 

The two-button option is linked 
in with possibly the most important 
consideration of all in the design of 
Kick Off 3: ease of use. “The most 
important thing 
we've done to Kick 
Off 3 is made it 
easy to play,” says 
Anil. “Kick Offs 1 
and 2 were not 
easy to play, 
because they used 
one-touch pass- 
ing. For Kick Off 3 
we have built-in 
three stages of 
control, which 
make the ball 
much easier to 
move around.” 

It sticks to your 
feet, then? “No, it 
doesn't stick to 
them,” laughs 
Anil, “we've com- 


‘we - 


running 


sliding 


promised on ball control, but we 
haven't compromised that much! 
The first stage is to receive the ball 
and control it; the second is to give 
you two or three touches to get the 
feel of it; and then the third gives 
you the one-touch play of the orig- 
inal Kick Off — mainly because there 
are many people who still love that 
style of control. | can’t, | must admit 
— | could never control the original 
games!” It seems that if you're a fan 
of Kick Off 1 and 2, the latest off- 
spring will let you play it their way, 
but also give you the added control 
of the ball if you need it. Sounds 
excellent, eh? 


There are to be three different ver- 
sions of Kick Off 3, to work with all 
the main Amiga platforms, and 
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apparently there’s quite a substan- 
tial difference between the Amiga 
500 and 600, the A1200, and the 
CD32 versions (as you can see from 
the screenshots in this feature). “The 
A500/A600 will get the basic game 
and eight-colour pitch, and eight 


avows. Actually, | have to say that 
the SNES and Mega Drive versions, 
which we played, have the strangest 
sound effects ever. What they've 
done is to sample a short section of 
crowd cheering, and then used a 
sample player to make a football 


| think this game needs a referee, actually. Not that I'm against a bit of a 
ruck on the pitch, of course (probably because you're Welsh and you like 
rugby — Simon), but this is taking things a little too far — there are at least 
three separate scraps going on here. Perhaps we need Gary Lineker to come 


on and keep the peace. 


colour sprites,” Anil tells us. “The in- 
game sound effects will be there, but 
only if you have at least 1 Mb of 
memory. 

“The A1200 version will have 16- 
colour graphics and a 16-colour 
pitch, and lots of crowd sound 
effects, while the CD32 version will 
have high-resolution graphics 
menus, 128-colour pitch, and 128- 
colour sprites. Between all of these 
versions, though, the game stays 
exactly the same — no differ- 
ence in speed or anything,” he 


chant out of them — so you can hear 
your favourite song played out using 
the same instrument. The tunes 
speed up and slow down all over the 
place, and sound quite ungainly — 
but, hey, this was the pre-release ver- 
sion, and there is an option to turn 
the crowd effects off. 

At the last rough estimate, taken 
by The One team down the pub on 
the back of a beer-mat, there are 
now over 50 footy-related games on 
the Amiga, which include several 
from Anco. Why does Anil think we 
need another one? “We were origi- 
nally programming it for the Super 
Nintendo and Mega Drive,” he 
admits, “and when both of those 
were complete we turned to the 
Amiga. We always knew we would 
do it, but we wanted to get the con- 
sole versions out of the way before 
we started. 

“You can rest assured that the 
whole Amiga game is exactly like the 
Super Nintendo version. Some of the 


menus and the presentation are dif- 
ferent, but that’s all, the actual game 
is identical.” 

When asked how well he thinks 
the game will sell, Anil admits that 
he hasn't got a clue. “I’ve been out 
of the Amiga market for a long time 
now — about two years — and | real- 
ly haven't kept up to date with sales. 
There’s always a market for good 
games, and I’m confident that Kick 
Off 3 is a good game. It's exactly the 
same as the SNES version, and C&VG 
[The One's multi-format sister mag- 
azine] awarded that game 96 per- 
cent. It will do all right, basically. 


The World Cup competition is split 
into six groups of four as usual. The 
eight teams which Anco felt the 
need to include, for one reason or 
another, make up two groups on 
their own on the right. Wales are 
bottom, as is their wont — good to 
see that Anco have picked up on 
their form so quickly... 


“When you think about it, prior to 
Kick Off, all football games were 
sideways-scrolling. Kick Off was the 
first game which played vertically — 
it was an innovation. We took it as 
far as we could — and now we've 
gone back and produced a side- 
scrolling game. | produce a Kick Off 
game for every World Cup, basically. 
So, we had Kick Off for the 1990 
Cup, Kick Off 3 for 1994, and we'll 
no doubt be doing one for 1998 as 
well!” 
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Amiga - available now. 
CD32 - June 1994. 
he Amiga AGA - July 1994. 


About £20 each 


Oh, and here’s a bicycle kick again as seen on the A500 version. Looking at 
this you can definitely tell the difference in graphical quality, but Anil 
promises that the game will play in exactly the same way. 


The options screen is much as 
you'd mack with arcade and Options Bat : 
simulation modes (bearing fa co. Olam se 
more than a passing : SIMULATION ! a8 —— ee) Te TT - > 7 | 
resemblance, a cynic would aaa mc , a ee . 
say, to FIFA Soccer), and all § ' YES ‘aa |_| tint = 


po ~—- “Ho ' me toa mos 
sorts of little tweaks to, er, FOULS — — c S — 
tweak the gameplay. : 


~- 
20! (2s! Bool 


“INT 


Int 
nOUICe MET Thiet THT 


Injuries are fairly 

commonplace — or feigned 

injuries at least, if foreign 

football is anything to go by. 

There's no ref, but the players LEVEL G9-THE CHAMBE RS Ot FRUSTRATION 
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Ah, back to normal. Here's a throw-in, and as you can see the new 
improved strikers are already legging it upfield expecting a cross from mid- 
field. That's a really good sign, actually, and | hope that they behave like 
that in the final game. No more of this “Where are my attackers?” and “My 


defenders have all buggered off” rubbish. Rasputin Software, 38/40 High Street, Green Street Green, 


Orpington, Kent BR6 6BU. Phone: 0689 - 850770 
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PROJECT: Dragonstone 
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DEVELOPER: In-house; Bob Churchill (Map Design) Barry 
Irvine (Programmer) Mark Jones, Simon Phipps (Graphics). 


INITIATED: August 1993 
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“So it was that the crystals of the 
Bright Trinity were hidden and a 
great terror fell upon the lands.” Ho- 
hum — that'll be another adventure, 
then. Simon Byron talks in a deep 
voice about the game many are 
already calling ‘Zelda On The Amiga’. 


f you ask Bob Churchill what 

he’s done in the past, he'll 

respond with a saucy “Ooh, 

everything.” Press further 

and he'll reveal he’s “Been 

around.” But this is not the 
kind of adolescent boasting when 
boys pretend they've got-off with 
half the female population, when 
really they've done nothing more 
than snog a pillow and dream of 
Thora Hird. Instead, Bob is referring 
to the amount of time he’s been in 
the software ‘biz’. Thank goodness 
for that, then. 

“I've been at Core almost since the 
beginning,” he admits. “! worked on 
Rick Dangerous and its sequel (that’s 
Rick Dangerous 2, fact fans), Chuck 
Rock and its sequel (that’s Chuck 
Rock 2, pop-pickers), Wolfchild, Won- 
der Dog...” 

Yes, yes, yes, that’s quite enough. 
After all, we’re not Bob’s Curriculum 
Vitae, are we? Nope, we’re here to 
discuss Bob’s latest project, a game 
which travels under the scary 
moniker of Dragonstone. 

lf at any stage | call the game 
‘Darkstone’ then please forgive me, 
but it’s not down to the journalistic 
sloppiness you've come to know 
expect from Britain's third-best 
Amiga games magazine. You see, up 
until recently, Dragonstone was 
going to be the sequel to Darkmere 
(this is all going to become horribly 
confusing) but has since been re- 
titled and transformed into a game 
in its own right (one rumour sug- 
gests that the reason is because 
Darkmere was slipping so far behind 
that Core thought its sequel would 
be finished first, but don’t tell any- 
one we told you). 

“The Darkmere programmers took 
forever and Mark Jones, the graphic 
artist, was left with nothing to 

do. So he started knocking up 
plans for a sequel — Darkstone, 
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as it was then called,” reveals Bob. 
“However, the story has changed so 
much through development that it’s 
become an entirely self-contained 
game.” That’s not — and remember 
this — because Darkmere was so 
late. Honest. 

Although both titles are arcade 
adventures, Dragonstone is based 
primarily around the SNES, NES and 
Gameboy Zelda games. If you 
haven't played these adventures 
before, then, and it pains me to say 
this, pop out and buy a Gameboy 
right now because Zelda: Link’s 
Awakening is, without a doubt the 
best adventure on any format (yes, 
get those letters in). Its main pulling- 
point is its cleverly-designed puzzles. 
Although there are occasions when 


: t. you're not 


interested in 
it then 
there's no 
point in car- 


rying on ,, ,, 


Bob Churchill 
((Dragonstone’s 
map designer) 


you became horribly stuck, you never 
feel cheated because the solutions 
were usually pretty bloody obvious 
with hindsight. 

“| love the Ze/da games to bits,” 
enthuses Bob. “There are many rea- 
sons why they’re brilliant but the 
most obvious is that they play so 
nicely. The traps and puzzles are so 
well designed — in most cases you 
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can see exactly what you need to do 
but it’s the doing it which presents 
the problem. We wanted to do a 
Zelda-type game on the Amiga, 
because no-one has ever attempted 
one before.” 

This is one thing that has both- 
ered me. Why hasn’t anyone 
attempted to emulate the things 
that made Zelda such a fan-tastic 
game? “I! don’t know either,” pon- 
ders Bob. “When | first saw screen- 
shots of The Chaos Engine | thought 
someone had finally created a Ze/da 
clone so | was a bit disappointed to 
discover it was essentially a shoot- 
‘em-up.” 

So is this Zelda on the Amiga? 
“We obviously haven't had as much 
time to design Dragonstone as the 
Zelda team had,” thinks Bob, “but 
the two games are pretty close. 
There is plenty of wandering around 
and interacting with people, which 
is very Zelda-ish. The puzzles are sim- 
ilar as well — the in-game characters 
will request a specific object so that 
they can complete a task, so it’s your 
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“It's not just about wandering 
around fighting people,” offers Bob. 
“There are numerous quests to com- 
plete and other characters to meet, 
some of which will be friendly, oth- 
ers who won't.” Bob is keen to stress 
that the puzzles will be completely 
logical. “You'll never have to do any- 
thing obscure to progress in 
Dragonstone,” he reckons. 


You're quite literally thrown head- 
first into Dragonstone, as Bob 
explains. “The player doesn’t actual- 
ly know what the overall mission 
objective is. You'll realise that you’ve 
been brought back from the dead, 
but you’re not told why. As you 
progress through the game you dis- 
cover more about what you’re meant 
to be doing.” 


job to retrieve it for them, thus 
opening up more areas to explore. 

“But unlike Ze/da, the computer- 
controlled characters move around 
of their own free will. For example, 
there’s a wood-cutter in the Forest 
Level who will potter around chop- 
ping down trees. You'll keep bump- 
ing into him and you'll discover new 
areas which he’s cleared, enabling 
you to explore parts of the level 
which were previously out of reach.” 

In an adventure game, the puz- 
zles are obviously of paramount 
importance and Bob has found 
designing them a lot harder than he 
first anticipated. “It is quite difficult, 
really,” he stresses”, because the 
puzzles you think up are limited by 
what you're doing in the actual 
game — the amount of sprites you 
can use per level, that kind of thing. 
You often think: ‘I wish we could get 
this bit in,’ but Barry the program- 
mer will say it’s not possible. 

“Once you've designed a sprite 
for a specific purpose you'll often 
ask yourself whether or not it’s pos- 
sible to use that graphic again in 
another puzzle. That's what I’m 
doing now for the Castle Level — 
I’ve used up the amount of sprites 
the programmer will allow so it's a 
case of discovering ways in which | 
can use them again.” 

Generating an engrossing atmo- 
sphere is an essential part of creat- 
ing an adventure and the team 
behind Dragonstone is employing a 
number of programming tricks to 
captivate its audience. “Little things 
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(Above) Dragonstone’s visu- 
als are far removed from 
Zelda's oh-so-cute sprites 
and enemies. Bob outlines 
why this is: “Mark Jones, the 
graphic artist, wanted to 
make it all a bit more realis- 
tic - it’s his style. He's 
worked on Stormliord and 
Darkmere before, you see.” 


(Left) There are tons of 
buildings to enter through- 
out your quest and most 
will contain necessary 
objects or mini quests. This 
castle appears towards the 
end of the game and 
requires some nifty joystick 
manipulating as well as lat- 
eral thinking as there are an 
equal number of puzzles to 
solve and creatures to fight. 


(Left)The Dungeon houses 
all kinds of slimy creatures. 
They attack from all direc- 
tions (a couple are rather 
unfairly creeping up behind) 
and some require several 
hits before they disappear. 
I'm not quite sure what that 
explosion thing towards the 
edge of the screen is but it 
looks pretty menacing, 
don’t you think? 


(Left) Dragons play an 
important role in the game. 
As you can imagine, none of 
them are friendly but 
they’re worth encountering 
just so that you can admire 
the skills of Mark Jones, the 
graphic artist. Creating all 
these sprites probably took 
quite a long time. Who said 
we don’t give you any hard 
facts? That's rubbish — 
we’re like Roger Cook most 
of the time. 
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like the incidental sound effects help 
to drive the action on and add so 
much,” reckons Bob. “The sound 
effects increase in volume the near- 
er you are to their source, which 
works quite well. We've also man- 
aged to incorporate some smart 
graphic effects — there is also an 
interesting mosaic effect which 
occurs every time you teleport. 
Apparently, this is quite hard to do, 
but you'll have to ask the program- 
mer about that.” 

Like Darkmere, Dragonstone is 
going to take some while to crack. 
“| thought it was quite small at first 
when | compared it to Zelda 
because that is huge. But when | 
started adding the levels together | 
was surprised by how large Drag- 
onstone is — and it’s growing and 
growing by the day!” 

If you refer back to the list of 
Bob’s previous games you can 
appreciate how different Dragon- 
stone is (for a start, there aren't any 
platforms in it) and his enthusiasm 
is evident. “It’s really nice to do a 
Zelda game, and hopefully I'll be 
working on another one within the 
very near future. It’s not like writing 
a platform game — you get so much 
more involved when there are puz- 
zles to design and game worlds to 
create. However, we have had to 
leave things out in order to squeeze 
the game onto the A500. It would 
be nice to write for some of the 
more powerful machines like the 
A1200 or CD32, so that we could 
make the game that much better. 

“I'm really pleased that I'm doing 
this kind of game. It’s just a pity that 
so many things have been messed 
up or taken longer than they should. 
Mark (the graphic artist, remem- 
ber?) wasn’t in-house so he had to 
send all the graphic files up to us by 
post, which meant that any changes 
we wanted to make took a lot 
longer. 

“I'm really proud with what we've 
achieved, but | think you've got to 
be. If you're not interested in it then 
there’s no point carrying on.” 

Well, let’s hope the team really 
does manage to ‘do’ a Ze/da on the 
Amiga because that really wouldn't 
be a bad thing at all and hopefully 
I'll be able to name my favourite 
adventure without encouraging 
hate mail. 
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Marvin’s Marvellous Adventure 
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s far as I'm concerned, Mar- 
vin (the character in 21st 
Century’s imminent CD32 


platform game) is a very important 
man, with a very important job. You 
see, he delivers pizza. 

Now, being a bit partial to the 
aforementioned delight (and in fact 
consuming last night's circular left- 
overs as we speak), I’m the first to 
agree that nothing should get in the 
way of this man as he performs a 
very necessary function. Obviously, 
different pizza companies make dif- 
ferent promises, but Marvin's is an 
especially caring eatery, promising 
delivery even if you happen to be 
kidnapped between the time you 
order and delivery. 

This may be starting to seem a bit 
far-fetched but strangely enough, 
it’s exactly what has happened 
in Marvin’s Marvellous Adven- 


around the ECTS minding our 
when who should catch our eye but a young 
chap called Marvin. Matt Broughton invites 
himself round to tea at 21st Century's house 
and samples their fondant fancies. 
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Here he is at last — Marvin, in all his 
platforming glory. Marvin is based 
on the classic ‘jump ‘n’ run’ — so you 
need good reactions and timing to 
get through. Watch out for those 
baddies, though! 


ture. A professor has disappeared 
after being kidnapped by one of his 
own creations and is now being held 
captive in ‘Dream Land’ surrounded 
by all manner of strange beasts — 
and, tragically, without his large 
pepperoni with extra cheese (mmm). 
You now have to guide Marvin 
through 90 levels of platform japery, 
passing through ten different worlds 
as you go, solving puzzles and sub- 
games along the way. 

The German development team 
behind Marvin is Infernal Byte, who 
has been responsible for bringing us 
such past delights as Nebulus I/, Mas- 
ter Blazer for Rainbow Arts, Dimo’s 


Early 1990 
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est and various low price and 
mercial games. 

Though the basic routines for Mar- 
vin were written early in 1990, the 
project was subject to periods where 
no work was done (i.e. while the 
team went to university) and was 
later resurrected for the CD32. It 
became apparent that the program 
would need to be brought up to a 
higher standard, and the program- 
ming was restarted. 

Coder and ‘programmer hippy’ 
Florian Saucer (who studies health 
care and computer science in 
Hildesheim) explains what problems 
this caused: “Of course, the big prob- 
lem with platform games is finding 
new elements to include. There were 
no problems in 
creating the grap- 
hics engine for the 
Amiga AGA com- 
puters, because 
the hardware is so 
very well desig- 
ned. It was obvi- 
ous that the early 
16 colour graphics 
needed to. be 
totally redrawn for 
the new CD32 
version. As_ it 
turned out, we 
had to do most of 
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We just wanted 
the graphics and 
the sound to be 
cool and to con- 
centrate on 
gameplay. 


Infernal Byte: Florian W. Saucer (coding/story); 


Tobias Prinz (graphics/story); Nils Ruzicka (music). 
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implement this policy, though — in 
fact it’s very difficult — but we spent 
a lot of time playing other platform- 
ers, taking notes on what annoyed 
us, and trying to make sure that we 
didn’t use those ideas in Marvin.” 


In the beginning, the game wasn't 
planned to be big enough to justify 
putting it on CD32, and was there- 
fore ‘beefed-up’ in terms of worlds 
and levels. The team also added 
some special features that won't 
work on “normal” Amigas. 

“We had to make a decision 
between good-looking effects and 
the playability that they would 
affect. Sometimes 
you have to skip a 
good effect 
because it won't fit 
in with the game- 
play. We also want 
to prevent people 


saying: ‘Oh, just 
another Mario- 
clone.’ You can 


code and design for 
ages on one pro- 
ject, but you have 
to say ‘STOP NOW! 
That's enough.' But 
where's the right 


the code from : point to do that? | 
scratch anyway. Morian Saucer mean, at one point 
“There's also (Marvin's Coder) we wanted to give 


the problem of 

having to do our studying as well as 
coding and creating the graphics — 
unfortunately we’re not a big soft- 
ware production team that does its 
job from 9 am to 6 pm.” This is main- 
ly because all German University stu- 
dents do their work from 8am to 
6pm — as do the French, Spanish 
and Italians, only they take three 
hours for lunch. Makes us British 
look like a bunch of lazy gits really 
doesn’t it? Never mind, we’re still the 
best. 

The team had always enjoyed 
playing platform games (or ‘jump 
and run’ games as the er... Germs 
like to call them) and, realising the 
difficulty in trying to invent new con- 
cepts, concentrated their efforts else- 
where. “We just wanted the graph- 
ics and sound to be cool, and to 
concentrate on the gameplay.” 
Explains Florian, “It’s very hard to 


‘Marvio’ a cape 
pick-up so that he could fly around. 
Nah, I'm just pulling your leg...” 

Florian is keen to point out that 
Marvin won't be a “Find-The-Exit-In- 
A-Huge-Area” platform game, where 
it takes ages to locate the exit just to 
get off the level. Marvin's based on 
the classical platform style, meaning 
that there's a straight way to the 
exit, but you need good reactions 
and timing to get through. You'll 
also need to pay more attention to 
the enemies and their movements to 
pass or defeat them. 

“We want the enemies to have a 
lot of character. You also can’t for- 
get that Marvin will have a colour- 
ful story with very different places to 
challenge the player and make the 
gameplay more varied.” 

Being a CD32 product, Marvin will 
sport 256 colours, six layers of 
scrolling, and a ‘rocking’ CD sound- 
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track. So how has Infernal Byte found 
programming on the CD32? “The 
CD32 is a good machine. It needs very 
good software now, not just old 
Amiga conversions. However, con- 
soles like the SNES are much easier to 
program, but you’re limited with the 
things you can create. 


"There are a lot of disadvantages in 
using a multitasking operating sys- 
tem in a games machine, but there 
are also a lot of advantages — such 
as networking games, lots of experi- 
enced Amiga programmers, a fast CD 
ROM drive, 2MB ram, the very cool 
AGA chipset (you can’t scroll in 1/4 
pixels on any other machine) and, of 
course, the MC68020. [Oh yes, of 
course — Simon.] But these are things 
only programmers worry about, not 
players. As far as Marvin goes, we 
think the graphics engine is quite well 
done for AGA Amigas, and the sam- 
ple driver is quite complex — not just 
playing 8 bit DMA, but modulation 
and various FX for sound. Nils, the 
musician, uses a MIDI factory on 
Amiga and has a Tekkno EP — Mega- 
lomania — available on the German 
Rave label ‘NO RESPECT’ Records soon 
[slightly gratuitous plug there]. It’s 
hard to say which part of the game 
we like the most because there are so 
many bits left to be completed and 
we're adding things all the time.” 

We'd best leave them to get on with 
it, then. 


No, I've not just thrown up all over 
the page — this is in fact a selection 
of some of the many, many blocks 
that go together to create the vari- 
ous backgrounds and locations found 
in Marvin. Erm... why not see how 
many you can count. | got as far as 
three. Then | collapsed. 
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(Left) Each world has a 
specific theme, with bad- 
dies to match. Here at the 
end of ‘Classic World’ I'm 
being attacked by the end 
of level Boss — ‘Big 
Hammer’. | bet my local 
Upminster Pizza delivery 
bloke never has to deal 
with this sort of thing. | 
wonder why he’s sucha 
miserable git then... 


Marvin's Marvellous ' 
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ter. Whether you're 
looking for hostile 
Zeppelins, vicious 
vampires, or crouch- 
ing mattresses (7), 
you'll find them all 
here. As you can see, 
the general graphical 
style is one of a 
colourful and 
humourous type. | 
don't know; those 
crazy Germans! 


(Above)The One is proud to present 
what can only be described as ‘tons 
of sprites’. As you can see, Marvin is 
a compact sort of chap and Infernal 
Byte has tried to present him with a 
decent challenge by changing the 


Marvin has some interesting end-of- 
level guardians, including this huge 
hamburger for one. The method of 
attack is also a bit more interesting 
here, with Marvin having to boot 
cannon balls across the screen, load- 
ing them into a cannon, aiming, and 
firing. Of course this is all going on 
while the hamburger is bouncing 
around the place trying to injure you 
in any way possible... Pah! Typical! 


baddies’ attack strategies as the 
game progresses. This should be 
no problem for Marvin because 
he has nice green trousers. And 
a red jumper. 
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Bloodhouse is back with a tantastic 
enhanced version of Stardust, its classic 
asteroids clone. Simon Byron is suitably 


gob-smacked. 
Super Stardust 
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(Programming) 

Sch, Xray, Destop (Graphics) 
Rib (Music) 

Wanton (Disk system) 
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ou've really blown it this 
time. People try to help you 
out and what do you do? Kick 
sand in their faces and get-off with 
their girlfriends, that’s what. 

“Stardust is fab, basically,” enth- 
used David Upchurch when he 
reviewed Bloodhouse’s first release 
back in December. And for once in his 
food-filled life he was right. Best of 
all, though, was the game’s price — a 
staggeringly low £16.99. But unfor- 
tunately, not many of you bought it. 
You fools. 

“| think the public got 
a bit confused,” says 
Team 17’s Martyn 
Brown. “£16.99 
is too nebulous a 
price — people 
either consider 
it an expensive 
budget game, 
or a crappy full- 
price game that 
has been rushed 
out and re- 
priced in order to 
con them.” Last 
Action Hero, any- 
one? 

As a result, the game's 
A1200 incarnation, Super Stardust, 
will be released at a more tradi- 
tional £25 price-point. But for 
your additional nine quid you 


can expect tons of enhancements, as 


Bloodhouse’s_ Petteri Putkonen 
explains. 

“Super Stardust will be a full- 
priced game. The original Stardust's 
price was a mistake and one we 
don’t want to make again. Super 
Stardust will be worth every penny. 

“It will be enhanced in every way 
imaginable. Now, the main game has 
EIGHT times the amount of colours of 
the original version, we have DOU- 
BLED the amount of animation, and 
added parallax scrolling to the tun- 

nels, which now have FOUR 
times the amount of 
colours than 
before. 
“All of the 
backgrounds 
have been 
completely 
redrawn, 
with the only 
exception 
being the 
background 
for the first 
Not 
that it’s 
exactly the same as 
before — no way! Our 
graphic artist has to work in 
a room with all the lights out just to 
see the different shades of colours 
clearly on the screen. It’s his job to 
make the screens look like beautiful 


works of art instead of just some pix- 
els plonked on the screen. 

“If you want to get the most out 
of Super Stardust, be sure to turn the 
lights out and turn up 
the volume before 
you start playing. 
We've put a lot of 
time and energy into 
making Super 
Stardust look like no 
other Amiga title.” 

When the original 
version was released, 
Bloodhouse claimed it 
had pushed the 
Amiga 500 to its lim- 
its. Is the program- 
ming team making 
such bold statements 
for Super Stardust. 

“Well, | think we we utilised most 
of the A500’s power in the original 
Stardust,” confesses Petteri, “but the 
all-new A1200 is another thing alto- 
gether. Now we've been provided 
with a palette of over 16 million 
colours, 2Mb of memory, greater 
speed and stuff like that. We haven't 
seen a really good AGA title yet but 
with Super Stardust we think that the 
power of the A1200 really shows for 
the first time.” 

The sound will be pretty special, 
too. “We've managed to create our 
very own sound routines which 
means that the title music will be 
pumping through 12 channels [the 
Amiga only has four separate sound 
channels] and there are eight chan- 
nels of sound during the game, with 
four for sound effects and another 


We've puta 
lot of time and 
energy into 
making 
Super Stardust 
look like no 
other Amiga 
title. 


Petteri Putkonen, 
Bloodhouse. 


four for the music. It’s all very impres- 
sive — you should hear it!” 

So is the Bloodhouse/Team 17 love 
affair going to blossom into mar- 


riage. Or, more 
importantly (and 
slightly less pervy), 
will Team 17 contin- 
ue to publish 
Bloodhouse’s games? 
“It seems that our 
brave effort to pub- 
lish high quality soft- 
ware for an incredi- 
bly low price just 
didn’t work,” sighs 
Petteri. "Now that 
Team 17 handles 
everything else, we 
can concentrate on 
development. We 
have agreed about three Amiga titles 
with Team 17. They are an incredibly 
good bunch of guys, and we think 
that we'll be working with them for a 
long time to come.” 

Once again, Bloodhouse is well 
pleased with its efforts. “We should 
be after nearly two years of hard 
work!” laughs Petteri. “Looking back, 
the only thing that we should have 
changed with the original game was 
the difficulty level. | think Stardust 
was a bit on the hard side, but we'll 
alter that for Super Stardust. It's not 
going to be easy, though! 

“Apart from that, | think we've 
achieved everything we set out to, 
but it’s incredible how many new 
ideas you get when you're offered 
2Mb of memory and 256 colours...” 

Yep. You can say that again. 
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if there's one person who continually 


brags about how brilliant he is, it's Matt 
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"Did you know I'm in a band?" Broughton, 
so we decided he was the ‘best’ person to 


check out Vulcan's talking adventure. 


SPEAK 


Valhalla and The Lord 
of Infifnity 
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In-house; Paul 
Hale Carrington (Programming and 
Graphics), Lisa Tunnah (Writer 
and Designer) 
Terry Carrington (sales 
and Marketing). 
April 1994 


CER E REET EEE EERE EERE 


Tee URC U SOE O COSC OC CCCP CCCP eee eee 


his is a bit of a first 

for us, but you don’t 

know that yet. You 
see, this is a ‘Work In 
Progress’ for a game — 
reviewed on page 56. Yes, 
| know it’s strange, but let 
me explain: Valhalla and The 
Lord of Infinity was still being 
developed when we first heard 
about it so we decided to delve 
a bit deeper and find out 
what it’s all about. But — 
and this is quite incredible 
— as the game only took 
13 weeks to write from 
start to finish, we discov- 
ered it was ready in time for 
review! Rather than hold the 
review over until the next issue 
(which will be out roughly four 
weeks after the game), we've decid- 
ed to appraise it now. 

This means that you'll be getting 

more information on the game than 
you could possibly fit into a two- 


page review. And there’s so much to worked out how many samples we 
talk about because Valhalla is could squeeze on a disk and 
unlike anything you've ever how many disks we'd need 
seen or heard before. to give him a vocabulary — 
Okay, it may look like a it just progressed from 
bog-standard adven- © there.” 
ture/puzzle game viewed Although it’s really ask- 
from above but the major ing for trouble to doubt 
difference here is the ™ these boys in any way, 
fact that your charac- are they confident that | 
ter talks to you through- the game itself is decent — 
out. Using real words! and not just a novelty? 
Terry and Paul Carring- “Oh yes” replies Paul “I 
ton reveal all over an mean, you could play the 
American-style three-way 
conference call thingummy. 
“The initial idea for the game 


was due to the fact that there wasn’t There 
anything like it — there are no : 
) ‘talkie’ games for the Amiga really is 


out there,” explains Terry. 
“We sat down and listed 
all the things we hated 
about the games we've 
played and the most 
hated thing turned out to 


nothing we could 
do to make it 
come out any 

better than it has 


be disk accessing. ‘Won mr 
“We wanted to bring out a game ulcas 1 Sales 
Marketing Director) 


that had no disk accessing what- 
soever, was enjoyable to 
play, and had an ending — 
as a novel or a film would 
have,” babbles Terry. 

“| was thinking about 
how other games | 
worked,” interjects 
~ Paul, “and it struck 
me that it would be fan- 
tastic if your character 
looked up and said ‘I've 
done it’ whenever you've 
done something right rather game will wear off and 
than hearing a little noise. It all ~~ become annoying? “Not at all! 
just sort of exploded from that. We What we've done on each level is 


whole game with text cap- 
tions like the old style 
Simon The Sorceror etc. 
and Valhalla would 
work just as well 
with that, but you’d 
loose the emotion of the 
character.” 

Are they worried that 
the novelty of a speaking 


change his tack and attitude both 
graphically and in terms of game- 
play, as well as altering the way he 
comes across. For example, if you 
examine a wall in Level One he'll tell 
you that it’s a wall, if you're still 
examining walls by Level Two he'll 
say ‘I'm not going to tell you that’ or 
just laugh at you. There’s a con- 
»  tinual progression so that he 
| matures with you.” 
The boys and girls at 
_ Vulcan are confident that 
the ‘talking game’ will 
catch on, and compare it to 
how silent movies virtually 
disappeared once the first cine- 
matic ‘talkie’ had been made. Terry 
adds: “Only a few people in the 
industry have seen Valhalla so far, 
and already the response has been 
phenomenal. We've turned down an 
offer of a quarter of a million quid 
from one of the biggest software 
houses in Britain. They wanted to 
bring it out under their own banner, 
but we’re confident that we can do 
it ourselves.” 
The only problem with Val- 
halla has been how many 
disks Vulcan could bring it 
out on and still make a 
profit. They’ve ended up 
with six disks for the 
© game, four of which are 
crammed full of speech, 
“and it really would have 
been so easy to put it on ten, eleven 
or twelve disks... But we’re bringing 
it out at £29.99, which is tremen- 
dous value for money.” 
But is it “tremendous value for 
money”? Let’s turn to page 56 and 
ask Andy Nuttall... 


~WOR K 
r 


EMBRYO 


Biack Legend/Croteam 


lack Legend is acquiring a bit 

of a reputation for getting 
involved with some of the 

more obscure and distant develop- 
ment teams in the world. As if to 
add fuel to this ‘trans-global’ trend, 
here comes a game developed by a 
Croatian team by the name of, 
er...Croteam. Rather inventive, eh? 
Embryo is a 3D shoot-’em-up, 
with you taking your place in the 


cockpit, aka Thunderhawk, Epic, 
Armour-Geddon, and anything else 
you can think of that’s been 
released in 3D and plays fast. 
Anyway, the game first sets the 
scene by describing how huge 
colonisation spacefleets approached 
Earth during the Mesozoic era (i.e. a 
bloody long time ago) and dropped 
loads of micro-organisms over the 
entire planet. These er... germs, 
altered Earth's evolution to make it 
the same as the 


aliens’ home 
planet. A cham- 
ber was con- 
structed under 
the ice of the 
North Pole and 
stuffed with 
colonists and 


equipment, but 
the aliens’ ‘mil- 
lion year’ plan 
was ruined by > 
some annoying 
creatures that 
er...acciden- 
tally evolved 


along with planet Earth. Yes, you've 
guessed; it’s humanity. 

It appears that mankind has now 
set off a number of the alien probe’s 
alarms with our nuclear tests, and 
as a result the Things have emerged 
from hibernation to challenge us for 
ownership of the planet itself. 
Ooooof! 

You control your craft with the 
mouse, using a clever combination 
of held and triggered buttons to 
manage all weapons and flight 
controls. On-screen monitors sup- 
ply maps, status reports, radar, 
headings and speed indicators. 

So what can we expect from 
the finished product? Well, 
according to the Croteam demo 
pack, 16 colours should be danc- 
ing provocatively across your 
screen, while sound FX sprinkle 
their pleasant seeds from all four 


put more on action rather than 
unnecessary detail, and with the 
option to control the detail level, 
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channels. The emphasis has been 


you should be able to get things « 


bombing around no matter what 
machine you happen to own. 

Let’s be honest, a game devel- 
oped by people with names like 
Damir Bulic, Dinko Nazor and 
Zvonko Tesic can hardly go wrong 
can it? Well, we'll be able to see 
when the game is released in July. 


i 
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ON THE BALL 


Ascon/Daze 


ave Upchurch (who?) gave 
On The Ball a quick going- 
over back in the March issue 
(the one with a huge football on its 
cover, funnily enough), but I’ve got 
more information now than he had 
then, so here it is again, presented 
this time in gloriously rendered 2D 
Matt-O-Vision. 

You start OTB as the manager of 
a First Division footy team, with 10 
years in which to prove yourself as 
club manager and coach. Though 
there are many accolades to be col- 
lected along the way, your ultimate 


goal (no pun intended) should be to 
manage the national team. Only by 
targeted training, skillful transfer 


54 


Leeds United 
West tam United 


0:0 


Everton ' 


Tecench Town Q 


management and clever financial 
wheeling and dealing will you guar- 
antee success. 

The game is viewed for the most 
part from your comfortable office, 
with a number of icons accessing 
the various areas of interest — 


. finance, squad, etc. There are also a 
» number of non-team matters that 
® require your attention, such as sta- 
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dium improvements, sponsorship 
deals and supporters’ clubs. 

The training options are compre- 
hensive, with eleven main areas 


(brutal, hard, defensive — that sort 
of thing) as well as individual coach- 
ing and special training camps. In- 
game tactics are also at your finger 
tips, and include such beauties as 
offside traps, 

feigned injuries. 


and _ Italian-style 


As with all management games 
there are statistics a-plenty, with the 
player being able to target single 
players and tempt them with more 
hard cash, as well as selecting spe- 
cific players as free-kick and penal- 
ty takers. 

The main selling point of O7B, 
though, is what Ascon refers to as 
the ‘Spectacular TV coverage’ of 
each match, with actual animations 
and ‘not just jerky computer gener- 
ated images’. Once you've done all 
your pre-match preparation, you 
can look forward to the high point 
of the week — the game itself. 

The games are played out in front 
of your very eyes, with the action 
being recalculated every 60 seconds 
and ‘live TV’ coverage, commentary, 
and action replays. Digitised sound 
recreates the stadium atmosphere, 
with the crowd constantly singing 
and whistling. 

Ascon promises that this will be 
an exceptional game, and as of 
August you can see for yourself (as 
long as you've got the odd £30 to 
spare, of course!) 
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Screen shots taken 
from PC version 


ep, once again Black Legend allowing faster stepping stone 


has managed to grab some 


Black Legend/Croteam 
: foreign design team and 


squeeze some freaky bit of software 
out of them, this time with a board 
game called Space Checkers. 

Now, you might wonder how any- 
body could play checkers in space 
without all the pieces just sort of 
floating away, but you’d be very 
stupid, because this is a super-span- 
gly ‘90s version of that old familiar 
boardgame with tons of shiny but- 
tons and aliens, and... things. 

Space Checkers is a mixture of a 
number of board games, with you 
needing to get all eight of your 


moves. Another aspect of the game 
is the more random elements such as 
vortexes that swirl around the board 
and lob your pieces all over the place 
— sometimes to your advantage, but 
often really buggering you up. 
There are also key ‘tiles’ on the 
board which, once occupied, cannot 
be jumped over without a fight 
between pieces. At this point you can 
either choose for these ‘disputes’ to 
be settled by a random roll of the 
dice, or by battling it out in an arcade 
sequence that takes place in an iso- 
metric maze. With the random deci- 
sions, you can set an advantage fac- 


Select your team and play the transfer market using real player data to 
make your decision. Unique tactical section enabales you to have total 
control of individual players. Change your tactics during the game using 
the unique preset tactical options-should you hold onto that one goal lead 
or go for another? Review the comprehensive and detailed statistics to 
plan your progress when you need to. 


‘pieces’ from one corner of the board tor to either the defender or the 
to the opposite corner. The only attacker, creating a different strate- 
problem with this, is that your pieces gy path for each game. 

aren't so much ‘pieces’ as 
completely weird aliens who 
seem to want to eat each 
other. Hmm... 

The only way to get across 
the board is by taking single 
steps, or leap-frogging over 
your own or your opponen- 
t's pieces. This is where the 
checkers part of the game 
comes into play — do you 
just try to get everyone 
across straight away, or do 
you take up complex posi- 
tions on the board, thus 


Organise your coaching and training. Get your scouts “on the ground” 
invest in your youth team and nurse your injury list back to full fitness. 
Select the best backroom staff to maximise your team’s performance 


Deal with full post-match newspaper reports on your performance. 
Take tough decisions, deal with your chairman, sponsors and fans. 


Negotiate your contract, look after yourself and make sure your’re 
the boss of your own destiny. 


You're a 35 year old new boy - how long is it going to take 
you to get promotion, fill your trophy cabinet and build a 
a dynasty. Your time is up after 30 seasons at the top. 


We have managed to create an ultra advanced 
simulation of gameplay and 

player decisions. Relive the superb animated highlights 
of goals, saves and injuries. Everything you get in any 
other management simulation and more. 


Later levels include static blocks 
which can be used as stepping 
stones, as well as teleportation tiles. 
Each level also has a different num- 
ber of opponents to deal with, from 
two players up to four. 

| know it might look a bit strange, 
but it’s actually very good. Keep ‘em 


Amiga available in June RRP £29.99. 
Amiga CD32 to follow. 
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SIMON BYRON 
For some strange reason, two 
scientists decided to find out 
how much food a pig could 
hold in its stomach. They 
inserted a cork into its bottom 
and force-fed noodles down 
its gob for over a month. “Why 
are we doing this?” inquired 
the first scientist. 
“It's part of an ‘hilarious’ joke which made Andy 
laugh once,” replied the second scientist, “but he 
is Welsh, so it's to be expected.” 

“But this is such a bizarre concept.” 

"| know. Does your head in, don't you think?" 


ANDY NUTTALL 
The force-feeding continued 
until the poor pig ballooned to 
the size of Wembley Stadium. 
“I'm getting a bit concerned 
about the fat swine,” con- 
fessed the first scientist. 
“It's okay, he’s editing PC 
ia _/ “4 ~Games now,” quipped the sec- 
= ———<= ond scientist uproariously. 
“No — our bloody pig! The cork looks a bit dodgy 
and could pop out at any moment if we don’t stop 
feeding it. | want to make sure that | don’t get cov- 
ered in piggy plops.” 
“And what do you suggest?” 
“That we train a monkey to remove it for us.” 
“Fan-tastic!” 


MATT BROUGHTON 

So the scientists trained a 
monkey to extract corks from 
holes of all shapes and sizes. 
By now the pig had swelled to 
the size of the Isle of Wight 
and had to be kept hidden ina 
field full of grass. Eventually, 
the time came to remove the 
cork from the pig’s bottom 
and at this point in the joke, the two scientists enlist- 
ed the help of a third, to heighten the comic tension. 
The first scientist stood three miles away from the 
pig, the second scientist planted himself two miles 
away, and the third a mere mile away. 


HARRY ATTRILL 

As the monkey plucked the 
cork from the pig's behind,the 
first scientist was covered in 
brown stuff. Concerned for his 
mates’ safety he squelched 
towards the pig until he found 
the second scientist. By now 
the plops reached their waists. 
Both men waded forward to 
the spot a mile from the shrivelled porker. 

“There was no need for that," grunted Bjork, now 
back to her normal size. 

"Yes there was," laughed the first scentist flicking 
the Vs. "Maybe now you'll think twice about being 
so bloody crap." 

"Yeah, now bog off," shouted the second and 
third scientists as they jumped into a car and 
drove off in search of Chesney Hawkes, a fresh 
cork at the ready. 49 
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ELFMAN 


ing: “Rock me, baby” before driving 
her sharpened stilettos into his chest. 
As her opponent's face jerks up, she 
rams her pointed nails into the top of 
his skull and perforates his scalp. She 
then proceeds to rip off the top of 
his head and scoop out parts of his 
brain, some of which she eats, some 
of which she smears over her per- 
fectly-formed body whilst singing 
Cliff Richard songs. Then she sacri- 
fices her parents and... 

That isn’t what you'll find in E/f- 
mania. You won't find any blood, 
either. Nor any guts spilled on the 
floor. You see, Elfmania is a com- 
pletely non-violent combat game, 


uve ada 
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This is the land of Muhmulandia (how 
on earth do they dream up names 
like that?). It’s divided into 36 
squares, each containing someone to 
fight. Every time you win a bout, a 
blue cross is placed over the square 
and if you form a straight line of six 
blue squares then you win the game 
(I think — obviously | haven't man- 
aged to do it yet, but more on that 
later). One-player games can become 
quite long-winded, perhaps a Block- 
buster-ish method where you could 
form a ragged line would have 
been better. Renegade could also 
have hired Sir Bob of Holness for 


a few voice-overs. 
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- vaceous elf leaps into the air shout- 


only surrender to the hard-nut who 
manages to beat his six representa- 
tives in a bizarre game of noughts 
and crosses. With fists. 

Elfmania is the debut release from 
Finnish developers Terramarque. 
Comprising a number of ex-demo 
coders, the company has been work- 
ing away on this revolutionary com- 
bat game for a couple of years now. 
And before we press on with The 
Verdict and all the usual crap gags, 
can | just stress one thing: yes, this IS 
the A500 version! Thanks. 
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(Above) Terramarque is particularly 
pleased with its revolutionary disk 
loading system which, it claims, is 
the fastest in the business. And — for 
what it’s worth — | agree. If you're 
the proud owner of an additional 
floppy drive then the disk accessing 
would hardly be noticeable if it was- 
n't for the friendly bar which displays 
how long you have to wait. 
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(Below) Unlike most other combat 
games, there’s no time limit during 
any fight so you can be as cautious 
as you want whenever you’re faced 
with a particularly tough opponent. 
Although some may complain that 
this results in a lack of tension, it 
means that no fight will ever end up 
a draw. Which is a good thing in my 
book. 


(Left) | only wish you could see E/f- 
mania moving because it really is the 
most visually impressive game on the 
Amiga. The parallax is simply breath- 
taking — every location has animated 
foreground and background objects 
even though most programmers have 
in the past stressed that this kind of 
thing is impossible on the Amiga. 
Well it’s not, and the game even 
moves at a respectable speed to 
boot! 
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Remember how in /nternational Karate 
+ you could win almost every fight by 
performing a simple downwards 
sweep? Well forget that because such 
tactics are useless in E/fmania. As you 
progress, the game analyses your 
moves and, if it can spot a trend, will 
make sure that it avoids your attacks. 
This means that you have to vary your 
fighting style in order to succeed. It’s a 
fan-tastic touch, it really is. 


BOG OFF UGLY! 


Forget the unwieldy control 
methods of Street Fighter 2, 
Mortal Kombat et al, Elfma- 
nia’s control system is easy to 
use and complicated-joystick- 
manoeuvre-free. All the avail- 
able moves are but a flick of 
the joystick away, and if you 
don’t believe me then take a 


look at this... BLOCKING JUMPING 
In a bit of a fix? Getting your teeth knocked out? Easy-bloody-peasy, mate. If someone's comin’ atcha 


Don't worry — just pull back and press fire fora (bit of ‘street talk’ for you there, er, daddio), then 
‘squat-block’ or press fire and pull back for a just move the joystick forward and you''ll leap into 
‘stand-block’. the air. It’s really that simple. 
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KICKING SPECIAL MOVE PUNCHING . 

Like kicking? Who doesn’t — especially when it's There's a separate caption detailing exactly how Want to punch your opponent? No problem — just 
as easy as this. Just push the joystick in the oppo- to pull off a special move so why don’t you check push the joystick in the direction your character 
site direction and you'll be leaving footprints in that out instead of wasting my time? Honestly, is facing and press fire. The height of the blow 
flesh in no time. Again, to aim a high kick, push I've got better things to be doing than writing is determined by moving the joystick up and 


up at the same time. five lines of text. Thanks. down at the same time. 


| A 


ELFMAN 


COMPLETE GITS 


Every combat game has its hard- 
cases, and Elfmania is no 
exception. The three characters 
shown below are the toughest in 
the land and should be avoided 
at all costs, although you do have 
to fight them sooner or later. 
Whatever you do, don't call this fighter ‘David 
Upchurch-Features’ because, unsurprisingly, he'll go 
a bit mental. Although this food-crazy fighter is a 


ouch slow, he’s very hard to hurt, probably because 
is protective armour made of pure fat. 
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Now | don’t want to moan or anything, but wielding 
a sword is a bit unfair, don’t you think? | mean, I'm 
all for a bit of competition but this is quite 
ridiculous. Whatever next — a machine-gun-toting 
terrorist? A mate can join in the action any time between 
bouts and the game changes slightly to accom- 
modate this extra player. Both fighters still 
compete in ‘noughts and crosses with fists’, 
but if any player runs out of cash then the 
other person is declared the winner. Of course, 
if one person manages to create a line of six of 
his symbols then he/she is pronounced the 
best. Hooray. 


Er, no... a hammer-carrying-King. Why can’t our 
Queen be a bit more like this. Perhaps then we could 
tell those Euro Bureaucrats exactly where to go. 

imagine Betty in her royal coach, waving regally with 
one hand, brandishing a spanner in the other. Would 
they call us a nation of shopkeepers then? | doubt it. 
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(Below) To pull off a special move, 
you have to rapidly repeat a cer- 
tain joystick combination (usually 
either back, or back and up with 


(Above) If you hit enough coins dur- 
ing a single bout then you enter the 
bonus game. This involves punching 
loads of valuable objects and hitting 
fire) until your character launches coins in as quick a time as possible. 
into your opponent. This method It’s worth seeking out the weaker 
works well; it’s easy to pull off and opponents and defeating them com- 
gives your opponent the chance to prehensively enough to enter the 
leap over you — which is impor- bonus game to boost your finances. 
tant when you consider that That way, you'll have enough in the 
blocks are ineffective against a bank to hire a decent character 
fully-blown special attack. when it comes to fighting the king. 
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bleedin’ clever, I'd like to ask you one 
thing: How do they do that? Terra- 
marque, | mean. How have they man- 


Publisher: Renegade 


Developer: 
aged to create such colourful and Terramarque 
beautifully animated sprites on an £25.99 Out Now 
A500? Elfmania makes all other beat- worm pacman | 
Not Hard Disk Installable 
‘em-ups look like out-dated crap and 
Joystick 


will hopefully prevent other software 
companies even dreaming about releas- eat eee 
ing complete rubbish like Dangerous 
Streets on any format. The parallax is 
nothing short of incredible. How do 
they do that, then? And while we're at 
it, how has Terramarque managed to 
retain everything we love about beat- 
‘em-ups whilst radically altering the 
gameplay to make it the most taxing 
and strategic combat-fest around? The 
introduction of the coins is inspired and 


adds a whole new element to the game 
by constantly placing you in a dilemma: 
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but it also gives your opponent the chance to see what 


should you attempt to create a line of 
six straight away, or have a few scraps 
in order to build up your cash reserves? 
The choice, as they say, is yours. Even 
the way you initiate the special moves is 
smart. Not only is it moderately easy to do, 


you're up to and react to it if they can. Why hasn't anyone 
thought of this before? We've never seen proper artificial 
intelligence like this in a beat-'em-up, does this really mean 
that you'll never be able to breeze through the game with 
only one move? That's fan-tastic. I'm completely gob- 
smacked by every aspect of Elfmania. It's easily the best 
beat-'em-up on the Amiga, and | can say that with my hand 
on my heart. We can’t stop playing it here at The One — 
what about you lot at Grandstand? Who's the best, you or 
Steve Rider? | bet Bob Wilson's a bit crap, though — is he 
really as dull as he looks? Anyway, | must go now. I look for- 
ward to your reply. Love, Simon Byron. P.S. How come your 
hair is grey? 
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Ho-hum! Simon Byron almost gives up and 
goes home as he checks out Psygnosis’s sec- 
ond-worst game ever (see page 64). 


Hmm.. 
Nice graphics, 
don't you think? 


sygnosis isn't 
exactly renowned 
for flogging its 
games for less than £30, 


Now and again you'll come across these pits filled 
with spikes. In well-programmed pieces of soft- 


so Cliffhanger's wallet- ware, you wouldn't have to rely entirely on luck 


friendly asking price is 
no small shock. Is this a 
new policy, giving you, 
the public, better value for money 
whilst hopefully forcing other soft- 
ware publishers to get their prices 
down? Or is it simply a crap game? | 
think you know what's coming. 


Pe 


| like a game which rewards skill by 
giving you the opportunity to avoid 
punishment if you’re good. Which is 
why | absolutely loathe, despise and 
hate Cliffhanger. in this level you 
have to journey to the top of the 
screen dodging rocks. Unfortunately, 
you can’t miss them when you're on 
a ladder so it’s a case of keeping 
your fingers crossed... 


In true film conversion fashion, 
you take charge of the main charac- 
ter (in this case Sylvester Stallone, 
although why he looks like Mario 
minus the hat is beyond me) and it’s 
your job to guide him through sev- 
eral levels ‘inspired’ by scenes from 
the film. Anyone who's seen 
Cliffhanger will no doubt recall the 
scene where Sly wandered from left 
to right punching a number of 
deformed animals. And who could 
possibly forget the bit where he had 
to find some boots so that he could 
run a bit faster? No-one, that’s who. 

So we’re back in tired old plat- 
form land once again — | 
thought we'd kissed goodbye to 


to get you across, but, alas, in Cliffhanger, the 
character takes so long to respond that you'll still 
slip up even when you're an experienced gamer. 


this kind of film conversion a couple 
of years ago. But obviously not: you 
jump gaps, punch enemies and col- 
lect a few objects which enable you 
to run, or fire, or something. | don’t 
mind a good platform 
romp when it’s pro- 
gramed competently or 
fun to play (preferably 
both, obviously) but this 
is just... well, crap. 

Whereas Cliffhanger 
the movie went some 
way to restoring Sly’s 
credibility after several 
lacklustre films, the 
game tarnishes Psygno- 
sis’s ever-increasing rep- 
utation. After the smart 
Brian the Lion and the brilliant Pug- 
gsy, the only question on our lips is: 
why on earth did they bother? 


Why didn’t Psygnosis take the come- 
dy option and buy the rights to only 
the name? They could have dreamed 
up a fantastic arcade game where 
you play a piece of snot stuck up 
Cliff Richard's nose. His Royal Pop- 
ness would then have to try and 
remove you with some bog roll 
whilst you tried to hang on for dear 
life. At least that would have been 
funny. (Er, it wouldn't actually - 
Everybody.) 
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Publisher: Psyqnosis 
Developer: 


Spiderworks 


Z £19.99 Out Now | : 


Ss Hard Disk installable | 


iis skdilan. Because it isn't. The 
variety is incredible: one minute 
you're wandering from left to right, 
leaping over gaping chasms, the 
next you're climbing ladders or 
doing something else equally excit- 
ing. It's easily the most graphically 
impressive game on the Amiga — 
the sprites don't look like they've 
been created by a blind person and 
they wouldn't look out of place in a 
Disney classic because they really 
are that brilliant. Not crap. But it's in 
the playability department that the 
game truly excels. Controlling your 
character is instinctive and in no 
way stodgy. There are never times 
where you smash the joystick down 


in anger when you've failed to make 
a preposterously diffi- 
cult leap between two 
rock towers. You'll be howling with plea- 
sure when you're hit by a rock which you 
couldn't possibly avoid and are returned 
to the very beginning of the level. Again. 
There's no way | could program better 
than this because | have no talent and the 
people behind this fan-tastic release obvi- 
ously have. Oh sod it, | can't be nice any 
more. Don't buy this game. It really is 
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crap of the lowest order and it should be mercilessly 
stabbed with knives if you ever see It. Reahy. 
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9-30am to 10:30pm 7 days a week 
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o the latest story in the 
twisty-turny world of Amiga 
: games goes something like 
this: A month ago, a package of 
disks landed on The One’s new 
‘space desk’, labelled “Valhalla, the 
Lord of Infinity.” Nothing unusual 
there, except that they were sent by 
a fledgling software company, Vul- 
can, who were set up specifically to 
produce the game. Also contained in 
the package was a black-and-white 
photo looking like something out of 
Top Gun, with the programmer and 
designer of Valhalla respectively rep- 
resenting the parts of Tom Cruise 
and Nicole Kidman. Curious... 

Several conversations with Vulcan 
followed, and then we had a visit 
from the man we'd like to call “our 
dad,” silver-haired, pointy-eared 
Terry, the chief Vulcan. His son was 
the star of the earlier photograph, 
and one day on a whim the boy 
decided that he would like to pro- 
gram a computer game. Terry 
stumped up the money, and several 
weeks later, we have the result. Not 
the kind of people to mess around, 
it seems. 

The “result” is a graphic adven- 
ture which takes me back — well 
back, to the days of the Spectrum 
and Commodore 64, when pro- 
grammers concentrated on game- 
play first, and graphical niceties sec- 
ond. Valhalla is the story of a Prince's 
return to his kingdom which, some 
years earlier, was overthrown by the 
King’s evil brother. After a period of 
exile the Prince vowed to return — 
but you come in when he decides 
that he can’t do it on his own. 

Valhalla differs to most simi- 
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VALHALLA 


lar games because you don’t actual- 
ly play the main character. You con- 
trol him, yes, but he chats gaily to 
you as you move him around, dis- 
covering things and solving puzzles. 
This is one of the game’s main sell- 
ing points, for he does actually 
speak to you — admittedly in fairly 
scratchy tones — but it claims to be 
the first to do so. | refuted this at 
first, but then thinking about it, the 
last games | can remember speaking 
(albeit very rarely) to me are ETX — 
The Extra-Terrestrial Xargon on the 
Spectrum, and Impossible Mission 
on the C64. So, hell, | think we can 
give this one to Vulcan. And anyway, 
Terry is now officially our dad, so... 
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Next to the Prince's speech, the puzzles are the biggest thing about 


Click to 
__ inspect or 
_ examine — 
_ objects and 
_ locations 


| WHAT'S IN YOUR BACK PACK, OLAF? 


_ Only a small portion of a typical Valhalla screen is taken 
up with the game. This bar displays your current invento- 

ry. You can hold nine items maximum; try any more and 

you'll be snarled at... 


 Clickto 
_ drop or pick 
upicons — 


a 


Valhalla. What do you do with this withered rose? How about the 
toffee-loving Gargoyles set into the walls? This is The Chapel, inci- 
dentally, a level which contains two rooms littered with death- 
dealing trap doors. It's map time, folks, something which | haven't 
had to do since the last of the Infocom adventures. Decide if this 


would annoy you before you buy. 


Click to Click 
make use of Click to to load or 
or open an return to save your 
object the main current 

action position 


The Chapel level contains one of the more 
interesting, if obvious, puzzles. After picking 
up an arrow, you find a tap (or faucet, as the 
slightly Hollywood-ized Prince would say) 
which when switched on causes an apple to 
grow in the barrel underneath. If you place the 
apple in front of the crossbow (which is lurk- 
ing around somewhere), and then the arrow in 
the bow itself, a switch elsewhere fires the 
mechanism. Man and machine in perfect har- 
mony, and all that. The move splits open the 
apple, which reveals not a maggot, but a tof- 
fee, which one of the local Gargoyles would 
die for. 
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The story behind Valhalla is almost as 
fantastic as the game itself: designed 
and programmed in nine weeks, test- 
ed in three. Not bad for a first prod- 
uct. From a physical design point of 
view — that is, the disk system, load- 
ing/saving, that sort of thing — certain 
more established companies could do 
with learning a thing or two from Vul- 
can. Not only is the information fora = Saeaaniiieaeae 
particular level on a single disk, but Lib Peas 
also everything it needs to run — 
speech, graphics and all. The upshot of #3" iwly 
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this is, of course, no disk swapping— ‘| VUL/O- 
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a 


a curse with some adventures. The 
speech... well, it talks, which is i//\ AI 
impressive and innovative, but aftera We ft 
few hours the main character's whiny 
voice gets annoying. He's got a rela- = 
tively huge vocabulary, but there’s en 6 
only so many times you can hear him, BiB 
say “I’m scared,” without wishing 
there was an option to listen to only 

the important points. The deep heart- 

beat-like footsteps sound excellent 
and atmospheric at first, too, but 

given Vulcan's claim that playing from 

start to finish takes 12 hours (when 
you know what you're doing), yousoon © 
find that these repetitive sounds get on your 

nerves. Also, you die far too regularly in the game; often 
stepping on a simple paving stone reveals a gaping pit into 
which you fall to your death. No-one likes to die in a game, 
especially when there’s nothing you can do to prevent it, 
but to build trial-and-error death into an adventure is just 
bad design, and means that getting a pen and paper out 
and mapping parts of the levels is absolutely necessary. As 
this is Vulcan's first game | wasn’t surprised to find a few 
teething problems. On the positive side, the many puzzles 
on each level are clearly laid out and easy to operate. They 
do require some lateral thinking, and again not a small 
amount of trial-and-error, but as long as you're willing to 
explore and make notes you shouldn't find them too frus- 
trating. Valhalla is well worth a look, and if you're plan- 


ning on buying it, be prepared for a few late nights. 
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Thanks to Grandslam, Matt Broughton is a 


happy, happy man. He Bumps. He Burns. He 
Bumps ‘N’ Burns. He Burns ‘N’ Bumps. He ‘N’ 


Bump Burns. He Bump Burn ‘N's. (Oh bog off 


Matt you bearded fool — Simon.). 


omething special is about to 

happen. Every 10 years a 

strange and wonderful place 
known as Toonia stages the Bump 
‘N’ Burn tournament. Drivers from 
across the world travel to this one 
weird location — where completely 
different climatic conditions can be 
experienced in the space of a few 
miles — to compete in one of the 
most brutal, competitive and, well, 
let's face it, silly races ever. 

Each competitor must make their 
way through haunted tracks, icy 
wastes filled with deadly penguins, 
fun-fairs and a war zone (to name 
but a few) if they want to earn the 
title 'B ‘N’ B Grand Champion’ (and 
that doesn't mean that you're ace at 
bed and breakfast). 

The reigning champion is the evil 
Count Chaos, a bugger of a bloke 
who has never been beaten. So 
what do you reckon? Are you hard 
enough to take him on? 

Things aren’t all bad, and a num- 
ber of nice weapons can be collect- 
ed and used as you hurtle across the 
fantastic courses, including smoke- 
screens, mines, and homing missiles. 
Less conventional hardware includes 
limited invincibility, invisibility, turbo 
charges, and rather handy metal 
walls that can be dropped in the 
path of pursuers. 

Money can also be snapped up 
along the way and used to cus- 
tomise your car, which already 


boasts some of the finest tracking, 
radar and mapping facilities going. 

You can choose to drive as any of 
the available characters and each 
prefers a different type of car and 
weaponry. Most of these differences 
are graphical, though, and at the 
end of the day, it’s every man (and 
woman) for themselves. 

Well, folks, it’s fair to say that 
we've seen one or two 3D racing 
games before, and blow me if this 
one doesn’t look strangely similar to 
a certain console title. Of course the 
big question is, can Bump ‘N’ Burn 
perform, or is it a case of Crash ‘N’ 
Burn? Or Poo ‘N’ Crap for that mat- 
ter? Get your motors running... 
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Whenever another driver gets close 
enough to overtake, you'll hear a 
horn hoot behind you, normally 
accompanied by a short sharp bump 
up the rear. As cars pass you (or 
you pass cars) a number will 
appear in the top left corner 
showing you your overall 
position in the race. This 
means that you're regularly 
reminded of the race status 
even if you're not using the 
larger map display. Inciden- 


_ * tally, it’s all dark here because 
I'm in a tunnel. 


Here's the selection screen from which you can choose to enter any of the 
seven racing areas in Toonia. Each area has two tracks, filled with relevant 
problems. The Forest Track has log swinging cranes(!), huge lakes, and 
level crossings, while the War Track has tanks, piles of TNT and huge 
bomber jets etc. Not included here is the eighth track — the Future Track. 
This is only available once you've completed all seven normal tracks, but is 
well worth the effort as it’s easily the best — just try not to fall off the 
edge because it’s a long way down... 


(Below left) During 
the races you can 
collect coins for 
later use in the 
» . shop. Coins 
r~ can either be 
~ driven over 
individually, 
or picked 
up as spe- 
cial ‘10 
coin’ star 
icons. Once 
you're in the 
shop, the 
shop-keeper 
s will take you 
_——— ; on a tour 
=e round, giv- 
=e ing you the 
| opportunity 
F to upgrade 
» your car. 
, Make a pur- 
chase and 
pound signs 
tt § Will rollin 
f his eyes, but 
- ” waste his 
~ | time when 
~ you've got no 
" money and 
—* you'll end up 
~ with one very 
. unhappy chap 
(see cut-out). As if 
by magic... 
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Oh bugger! | was third 
until | got stopped by 
this ghost. There are 
many nasty surprises 
like this in Bump ‘N’ 
Burn, with UFOs in the 
Future levels and those 
flying dinosaurs in the 
Cave levels. Once 
they’ve blocked your 
way or picked you up, 
the only thing you can 
do is wiggle your joy- 
stick as fast as possible 
and shake them off. 
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The first thing you need to do is select who you want to play as. Although 
all the drivers have specific weapons, they're of equal strength — they 
just look different. And the contestants are; The Dodgy Dinos (my 
favourites, complete with rock weapons), Mr Fabulous (armed with span- 
ners and a whiter-than-white smile), Colonel Carnage (drives a tank armed 
with cruise missiles), Eric The Eskimo (drives a motorised igloo with snow 
balls and ice cubes), Frank (who fires bats, and also comes with his pet 
dragon, Steiner, who breaths fireballs), Loretta Lamour (in the Love Bug, 
complete with lipstick, kisses and sweets), and finally the Buck Tooth 
Beaver Bros (with saw blade weapons and nuts!) The nasty-looking chap is 
the current Bump ‘N’ Burn champ, Count Chaos, and is the only character 
not available to the player. Believe me, he’s a real git. 
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As with any game, the fun doubles 
when you've got a friend to play 
against, and though | couldn't find 
any friends, Andy agreed to play 
me instead. Here | (on the top) am 
climbing the curve, Indy Car style, 
to collect the bonus stars. Your 
control panel appears in the same 
colour as your dot on the scanner, 
and you can see here that I'm just 
ahead of the clump of drivers with 
Andy in. The good news is that I've 
just picked up a turbo, so... SO 
LONG SUCKERS! 
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if you're playing on your own and don’t mind the split-screen, you can call 
up a track map which shows all the relevant check points and, more 
importantly, the competing drivers. Although this is a relatively simple 
track, you can see that the cars are all pretty close, and a further inspec- 
tion via the radar shows exactly how hot on my tail the others are. Never 
mind, I'm just about to drop this land mine now they’re all nicely lined up 
behind me. Heh heh heh. 


[THE VERDICT J 


Well, I've said it before and no doubt 


I'll say it again (and again), but | don’t 


care how unoriginal you are, just as 


Publisher: Grandslam 
Developer: 
In-house 


long as you do a good job of copying 
whatever it is that you're copying. So 
here we have, in essence, Super Mar- 
ioKart — and bloody good it is too! If 
you’re familiar with the SNES game 
I've mentioned, you'll already be 


£25.99 Out Now 
Not Hard Disk Installable 


Joystick 
aware of the simple fun to be had 


from this sort of racing game, but you 
really have to play Bump ‘N’ Burn to 
appreciate just how addictive it is, 


Memory Disks 
Mb 6 


especially when the producers have 
got the CPU intelligence just right 
(which I'm glad to announce, Grand- 
slam has done here). There's some- 
satisfying about 
dropping an oil slick and watching the 


thing wickedly 


little dots on your scanner (represent- 
ing the other players) fly all over the 


place, not to mention firing up your 
turbo and whistling past that evil git 


B97 


who's been in your way for ages. 


Grandslam made the right decision to 
PU ERELL 


0% 


loosing (or gaining) any advantage. Graphi- 


keep all the participants evenly 
matched, as this means you get to 
play as all the characters — and enjoy 


their individual graphic styles — without 


cally the game is superb, with a chucklesome cartoon style 
for the characters and fast-moving, smooth tracks. Soni- 
cally, every character has a different selection of samples, 
and the between-race sequences are accompanied by good 
music scores. One of the nicest ideas here is the fact that 
the different tracks employ a slightly different playing style 
and make good use of their themes, both in terms of the 
scenery and obstacles. The CPU intelligence is a real win- 
ner and I'm especially pleased to see that the enemy drivers 
also make use of icons and weapons. I've got to be careful 
here because this is turning into a love letter, but the thing 
is that there really isn’t anything to challenge Bump ‘N’ 
Burn. Sure, we've got Lotus and Crazy Cars, but those are 
just so very serious and uneventful compared to this. Hon- 


estly, folks, B ‘N’ B is tons of fun. 


1200 


Both A 1200 and CD32 versions are on their way. 
The A1200 will include more animations and 
improved graphics with a faster screen update. 
CD32 owners will get an extra character and a 
couple of bonus tracks as well. 
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ball, as Andy Nuttall found to his cost. 
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The word “Tactical” in the title 
should give you a clue about Tactical 
Manager. It is, as Kompart promised, 
very different to other football man- 
agement simulations. It’s designed to 
be the most comprehensive of its 
kind, and | for one can believe that, 
because this is probably the most 
techie program I've ever come across. 
Now, I'm a football fan, but | don’t 
know everything there is to know. 
Tactical Manager has taught me a 
lot about the game, as well as current 
clubs and teams — which are, inci- 
dentally, accurate up to the last trans- 
fer deadline. Not only that, but also 
each player is given accurate ratings 
for every conceivable ability so each 
game played has a realistic outcome. 
You won't, for example, find Swin- 
don Town beating Man United very 
often. However, one element which 
has taken a back-seat in TM is good 
old British fun. Yes, | was amused 
when Alan Sugar sold his stock of 
Spectrum computers to Spurs (the 


first time). | was frustrated when 


Leicester City were beaten by Bristol 

City at the end of the season. | was 
sickened when Liverpool crashed out of 
Europe, and | was annoyed when my top striker was car- 


Publisher: Kompart UK 
Developer: 
Talking Birds 


£25.99 Out Now 


Hard Disk Installable 
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ried off with an injury which put him out for the rest of 


the season. Very seldom, though, did | find myself having 


fun, and that — call me picky — is how | judge a game. 


For me, TM is too realistic; there are just too many stats 


for each player, which you must read and digest if you 


want to succeed. I've given it a relatively high mark 


because this attention-to-detail will go down well with 


football nuts. TM is good, but just make sure that you 


either know, or you want to know, a lot about football 


before you begin. 


TM works fine on an A1200, and slightly quicker 
A1200 than on the smaller machines. Understandably, 
there are no plans for an advanced version 


then, 
CD32 | on that machine — but the CD32 is to be graced 
with an enhanced TM in a few months’ time 


THE SEVENN GA LES. OF INFINITY 


wr i es SO Srniely > aleingm co AT 
: -~ 
Z i — 
A Nw 
we. oe a 
|i | Ah yap) 3.) > Bega C jae ‘on Sie at a) 
. ——| Ae 2S i Ag » } 
a a} 5] A aa & fl ‘on \ a $f ie 
A; h na » cae akties ier y 
a | oa ote 7 ma ’ fe Eve =e ~ 
ae : ea 
: | : | | | 
jl Sie: rf ; \\ | Ss Remember... 
“SSNS Nac SS A So many battles... 
ee = = “But ite peace thal vale $0 1 fought for, is short lived... Eze Fen 
a ee The shadow of Chaos is cast anew/on the walls of the citadells... Fram 


A journey through the gates of time itself, in pursuit of the dragon of Sith, 
en <the-tast survivor of the Great Black Dragons... f 
’ Sil The third installment in the saga of the Kingdom of Arborea, Ishar 3 
"i journeys once more into the universe of the RPG, with its strange worlds, & 
mythical adventures, imaginary creatures - possibilities of creating and jy 
reusing the characters from past adventures. 
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Available for PC and compatibles 
AMIGA/AMIGA 1200 
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Enter a new breed of hero, Ben E Factor, aka The Benefactor. He's got long legs for 
running, he’s got strong arms for climbing, and he’s got a penchant for small animals (are 


you sure you've got that right? — Simon). Andy Nuttall takes the shuttle to sunny Lullyat 
to monitor his progress. 
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Publisher Psygnosis 
Developer: 
Digital tlusions 


£24.95 Out Now | 
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A revamped and extended Benefactor will definitely 
make it to the CD32 in the Summer. Whether we'll see 
an A1200 version is anybody's guess — although Psyg- 
nosis do admit that it's likely. Excellent. 
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Just as some jaded hacks are postulating that Amiga games have juddered to 
an all-time low, along comes Psygnosis to show us just how bad they can get. 
Andy Nuttall, for one; would like to thank them for that. 


LAST ACTION 
CRAP, MORE 
LIKE 


Just because Last Action Hero's 
not a very good game, don’t go 
thinking it’s easy. Oh no, a pletho- 
ra of different moves are required 
— depending on whether an 
enemy is in front of or behind 
you, that sort of thing. We know 
you'll find it difficult, so here's 
our step-by-step guide to giving 
your opponents a good kicking. 


Or not. The Long-armed Punch to the Neck#: The Long-armed Punch to the, er, The Tickly Jab to the Armpit#: 

Village People stars can be easily dis- Upper Arm#: Cunning one, this, Oooh, we're treading on dangerous 
Footnote: patched with this cunning blow, ren- because you wait until the girlie can’t ground now. Get your fingers inside 
# Activate this move by pressing dering your opponent completely see because of her hair, and then his or her jacket, and stick ‘em up the 


the fire button. ashamed. bruise her nastily on the arm. old armpit. Works wonders. 


See e eee SSCS 


Another of the famous Last Action 
Hero Punch Moves™ (see boxout), this 
one involves making a small flan with 
scalloped edges out of your 
opponent's face. Sadly, by the way, 
all of the background scenery and 
odd objects aren't interactive at all. 
Shame, | would have liked it more if |! 
could have bashed hell out of a pack- 
ing crate or two. Yes, and there’s that 
bloke again, probably screaming 
“Come and ‘ave a go, if you think 
you're hard enough boyo.” 
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Arnie, deciding he’s had enough vio- 


lence, rolls over and plays dead as the 
man in hairy clothing saunters 
towards him, hate in his eyes. Even 
the guy in the cop outfit, lying on the 
pavement further up the screen, pre- 
tends he’s hurt by stabbing himself 
quite hard on the knee. Surreal... 


And here we go with the light-speed 
handstand move, which can be quite 
effective. This is a great example of a 
move which is probably quite good, 
but entirely unnecessary, because 
punching is really all you need. 
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Lastly, for the sake of completeness, 
we'd like to show you the ordinary 
kicking move. Not as effective as the 
punch because it’s slightly too slow, 
and it involves moving the joystick a 
bit, so should only be used sparingly. 
And be sure to see your doctor after- 
wards, just to be safe. 
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made me want to play on. For Cliff's sake, what is Psyg- 
“nosis playing at? A while ago | this wouldn't have been a 
_ surprise from: a company that t produced Shadow of the 


: crap written through it like rock _ Brighton*, ‘and that’s 
E something \ we could all dow without. 1 The — that bd not 
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Simon Byron disguises his lack of football 
knowledge as he plays Sierra's first 
attempt to outplay Sensi. 


| G té 
Colombia 1:0 England 


oF 


on similarly to Striker — i.e. 
/iewpoint above and behind 


tic,” screamed the MD, 
scrunching his fist into a ball and 
throttling an imaginary object. Mr 
| >hone’s heart burst like a bal- 
loon full of raw liver and his body 
_ tumbled to the fioor. 

“NEXT!” bellowed the MD. 

Mr Flash Suit stood up and 
traightened his tie nervously. “Well, 
|..." he mumbled. 

The MD grabbed the young Direc- 
tor’s neck. “Get on with it,” he 
growled menacingly. 

“Well, | think we should call it 

Yh ‘Nothing To Do With The World Cup 
mm...” the MD, Soccer’ because it’s based around a 
‘fictitious’ competition which — 
r new game __ entirely coincidentally, of course — 

+ Football',” resembles the World Cup. But some- 
n one else has got the official license 
s that?” boomed the _ so we'll have to watch what we say.” 
g Director, clouds of steam Casually tightening his grip, the 
) from his nostrils. MD crushed Flash Suit’s spine. 
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(Right) Free kicks and 
corners can be direct- 
ed with this handy 
aiming system. Just 
select the direction, 
the curve and the dis- 
tance you want the 
ball to be hoofed and 
press fire — it's as 
easy as that. This sys- 
tem makes it easy to 
pull of some spectac- 
ular goals by lobbing 
the ball into the area 
and heading it home, 
leaving the goalie 
with no chance. 


(Left) Up to eight play- 
ers can participate in 
the World Challenge. 
You can play a match 
for either 2, 4, 6, 8 or 
10 minutes and even 
play friendlies if you 
can't be bothered to 
plod through the Chal- 
lenge. Up to 40 games 
can be saved on a sin- 
gle disk, meaning that 
you can take a break 
from the action and 
return to it the follow- 
ing day if you so wish. 


(SIERRA SOCCER! World Challenge Edition 


[Hom many players? [1 
[Gane Duration 4 mins 
(Challenge Draw 
"Challenge 
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Like all decent footy 
games, Sierra Soccer 
contains a handy 
action replay facility 
so you Can view any 
spectacular goals 
again and again and 
gloat at your oppo- 
nent. This feature is 
called up by pressing 
F1 and you can 
rewind, fast-forward 
and pause the action 
whenever you like by 
moving the joystick 
left or right. 


Sierra claims that there 
“; are over 4000 frames 
of player animation 
within Sierra Soccer. 
Although | obviously 
can’t confirm this fact, 
the players are animat- 


{ “ va ed extremely well and 
: have a number of addi- 
j tional moves such as 
} heading, chesting and 
j — a tackling, all of which 


can be pulled off by 


= 


tapping the fire button 
at the right moment. 


THE VERDICT 

Unlike many recent releases, Sierra 
Soccer has managed to take all the 
good features from the best footy 
games around and re-present them in 
such a way that the game stands up in 
its own right. Let’s face it, there's 
nothing here which is particularly new 
or original: the view is nicked straight 
from Striker, the small sprites aren't 
exactly dissimilar to Sensi's, and the 
way the free kicks and corners are 
taken is lifted almost directly from 
Goal! But because Sierra Soccer is an 
amalgamation of the three best soccer 
games on the Amiga, such blatant pla- 
giarism is acceptable. The control 
method is instinctive enough to enable 
most gamers to become fairly compe- 
tent at handling the ball within a few 
minutes and aftertouch can be added 
to kicks with little fuss. Occasionally 
the ball is booted stupid distances but 
with careful planning this annoying 
feature can be avoided (it's all to do 
with who you're passing to, you see). 
Although the players are pretty small, 
they have surprising character — so 


much so that even Harry was driven 
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reluctantly to praise the way the players 


run — and the animation of the referee 


when he's dishing out cards is a nice touch. But the game 


falls down slightly with the difficulty level. When two play- 


ers are having a kickaround it's fine, mainly because both 


are generally as inexperienced as each other. But you get 


the feeling that some of the goals the computer teams pull 


off are not only unfair, but downright impossible. This only 


serves to annoy, especially when you've reached the semis 


and there are only seconds left on the clock. However, once 


you've reached the stage where you can confidently ham- 


mer any opposition then this won't be a problem and 


should make the matches harder and more exciting — so 


let's call it an ‘initial inconvenience’ shall we? Yes, | can 


confidently give a hearty ‘thumbs-up’ to Sierra Soccer and 


— if Sierra can maintain this standard — 1! hope that the 


company’s return to Amiga gaming is permanent. 
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Additional data disks can be 
obtained from Switchsoft, although 
there are currently only two 
available (‘general knowledge disk 
two’ and ‘sport’). These cost £7.99 
and can be obtained from the 
address elsewhere on the page. 
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The core of the program is this simple questions-and- 
answer session. You get a few seconds to read the ques- 
tion and then the choices start to appear one by one. 
The first person to select the correct answer gains points 
depending on how long it took them to press the 
button. That's it. 


YOU WANT IT? 


IF Switchquiz sounds like your 
‘thang’ then you can order it 
from: Switchsoft, 26 Ridgeway, 
Darlington, Co. Durham, DL3 OSF. 
The two-player version costs 
£28.99 and the four-player ver- 
sion will set you back £36.95, and 
both prices include handsets. 
Cheques and postal orders should 
be made payable to Switchsoft. 
For more information, telephone: 
(0325) 365773. 


Sadly, Switchsoft has missed a golden 
opportunity — Switchquiz could have 
been so much more. While the hand- 


sets are a real boon (there now isn't _ publisher: Switchsoft 
Developer: 


any need for the computer to inquire slipaes 


as to whether the other player 
answered a question correctly — ewsitcn eek 
something which always abetted 
cheating), the program itself leaves a 
lot to be desired. Even the hopelessly 
dated Trivial Pursuit had ‘graphics’ 
accompanying some of its questions CRAB 
and that was released years ago. With ay | 
all the Amiga's power at its disposal, 
Switchquiz's text-based posers look 
a bit pathetic and the presentation — 
which is competent at best — com- 
bines to make the whole thing look , 
amateurish. The questions vary from = 
completely easy (‘which DJ resigned 


on-air in 1993?') to the bizarrely 


obscure (‘what's the middle name of 22 ——. : -- — 
an American President who's been a be. 
dead for ages?'), ensuring that the tee 
games remain both challenging and 


interesting. Although some posers 
tend to recur more frequently than 
others, the way the quiz is structured 


makes swapping question disks problem 

free, as long as you've got the cash. What | 

can't understand, though, is who Switchsoft is targeting with 
Switchquiz. It's best suited to pubs or youth clubs, but the 
maximum of four handsets means you're restricted to four 
players or teams — a size suited to the smallest drinking 
hole. As it stands, Switchquiz is an interesting little time- 
waster which may appeal to those wishing to hold family 
trivia competitions — and if that's all you want, then you can 
do no better. But the lack of graphic thrills and limited hand- 
sets means that the majority of us will be left feeling disap- 


pointed. And that's a shame ‘cos the idea is brilliant. 


A1200 | Switchsoft isn’t planning to release any enhanced 


versions so you'll have to make do with this ‘un. 
CD32 
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1200 version of this great game 
KISS THE CANVAS +Y 
Good Boxing Game 
AMERICAN FOOTBALL 
COACH +Y Management sim 
TALISMAN +Y (2) 

Excellent RPG Game 

ALL NEW STAR TREK +Y (2) 
By Richter, best Trek 

U CHESS (4 Meg) 

The Ultimate Chess Game 
MADFIGHTERS 2 Y 

Beat ‘em up 

ORC ATTACK +Y 

Beat off the orcs to save the castle 
SKIDMARKS +Y (2) 
Overhead view racing game 
DARTS +Y 

Score a bullseye 

SUITCASE +Y (2) 
Text/Graphics adventure game 
BILLY THE DRAGON +Y 
Nice shoot ‘em up 

OSWALD +Y 

Jump the polar bear to safety 
JIGGERBUGS +Y(2) 
Excellent puzzle with a twist! 
18 HOLE GOLF +Y (2) 
Great golf game 

STARBASE 13 +Y (2) 

Best PD game ever - get it! 


+ - A500/A600 compatible, Y - 1200 compatible, ( ) - number of disks 


PRICES 
1-9 disks £1.20 each 
10-19 disks £1.00 each 
20+ disks £0.90 each 


600 BUSINESS LETTERS +Y 
Letters for every occasion 
DEGRADERS +Y 

A selection of degraders to solve 
compatibilty problems 

TEXT ENGINE V4.0 P+Y 
Excellent word processor 


EPU HARD DRIVE STACKER +Y 


Make more room on your HD 
ENGINEERS KIT +Y 

Check out your system 

V MORPH +Y 

Good morphing program 
FREECOPY 1.98+Y 

Make back up copies of lots of com- 
mercial games 

HAMLAB PRO +Y 

Good HAM graphics program 
DISKSALVE II +Y 

Salvage lost data 

SIMPLE ACCOUNTS +Y 

Two complete accounts packages 
LS LABELS +Y 

Good label printer 

SPECTRUM EMULATOR V1.7 
+Y Play your old speccy games 
PRINTER DRIVER GENERATOR 
+Y Create printer drivers 

SHOW WIZ +Y 


Good slideshow creator 


POSTAGE 
UK  SOp per order 
Europe + 10p/disk 
World + 20p/disk 


NAGEL SLIDES +Y 

SUICIDE MAN 2 +Y 

AKIRA +Y 

ADDAMS FAMILY +Y 
CATWOMAN +Y 
CREEPSHOW 1 +Y 

GOLEMS GATE +Y 
TERMINATOR 2 +Y 

TOTAL RECALL +Y 
ASTRONOMY +Y 

CHARLEY CAT - SNOWJOKE +Y (2) 
101 USES FOR A DEAD CAT +Y 
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LED ZEPPELIN GUITAR SOLOS +Y 
SERGEANT PEPPER +Y (2) 
PIANO CLASSICAL SELECTION +Y 


L7 - PRETEND WE'RE DEAD +Y (3) 


DIGITAL DEBUSSY 1 +Y 
AMIGADEUS +Y 

BOWIE DEMO +Y 

MADONNA - JUSTIFY MY LOVE +Y 
DOOP +Y 

VIVALDI +Y 

MAKIN TRAX +Y 

MIAMI VICE +Y 


Cheques/POs payable to 
WMC 
5 Tai Arthur 
Penisarwaen 
Gwynedd LLSS5 3PN 
Tel/Fax 0286 871815 


Aardvarks Computers. 
CD32 GAMES 


11, The Maltings, Alma Road, 
Rotherham, South Yorkshire $60 2JA 


Tel: (0709) 837488 10am-6pm 


ALFRED CHICKEN 
SPECIAL EDITION 
ARABIAN KNIGHTS 
D/GENERATION 
DEEP CORE 

DONK 

FANTASTIC VOYAGE 
JURASSIC PARK 
LEGACY OF SORASIL....£20.95 
LIBERATION £30.95 
LOTUS TURBO TRILOGY£25.95 
MICROCOSM £30.95 
OVERKILL/LUNACY £5.95 
RYDER CUP £25.95 
SLEEPWALKER £25.95 
TROLLS £25.95 


£20.95 
£12.95 
£12.95 
£20.95 
£20.95 
£25.95 
£30.95 
£28.95 


WHALES VOYAGE 
PROJECT X £10.99 
T.F.X £30.95 
DEFENDER OF THE CROWN 2£25.95 
DEMO CD 2 £18.75 
UTOPIA 2 (K240) £20.95 
JAMES POND 2 £25.95 
LABYRINTH OF TIME ....£30.95 
ZOOL £25.95 
LITIL Divil £25.95 
MEAN ARENAS £25.95 
MORPH £25.95 
PINBALL FANTASIES.....£27.99 
SENSIBLE SOCCER 92/93... £19.95 
SOCCER KID £10.95 
URIDIUM 2 £20.95 


£25.95 


CELEBRITY SPECIALS 3+Y 
CELEBRITY SPECIALS 4+Y 
CELEBRITY SPECIALS 5+Y 
NAKED DREAMS +Y 

GIRLS GIRLS GIRLS 2+Y 
MAMMARY MAMAS 1 +Y 
MAMMARY MAMAS 2 +Y 
BLONDE BEAUTIES +Y 
BUST UP +Y 

BORDELLO BEAUTIES 9 +Y 
CLASSIC GIRLS 2+Y 
CLASSIC GIRLS 3+Y 
CLASSIC GIRLS 4+Y 
ERIKA ELENIAK AGA Y 
GIRLS ON FILM P +Y 
MADONNA SEX 1 +Y 
MADONNA SEX 2 +Y 
MADONNA SEX 3 +Y 
PENDLE EUROPA +Y 
PENTIRE GLAMOUR +Y (2) 
ROSEBUD +Y 

WOMEN OF THE ORIENT +Y 
MAYFAIR BEAUTIES 2 +Y 
MAYFAIR BEAUTIES 3 +Y 
UTOPIA 3 +Y 

HUSTLER GIRLS + Y (2) 


IF ORDERING FROM THIS 
SECTION PLEASE SIGN TO SAY 
YOU ARE OVER 18 YEARS 


ELECTRONICS PACK 4DISKS £3.50 

Tronicad - create circuit diagrams with ready made components. Digital 
Bread Board - build and test logic circuits. Also includes Galer-Generic Array 
Logic, Analyser.4 Channel Osacilloscope etc, etc. 


PROGRAMMERS PACK SDISKS £4.45 


Fortran, Pascal, C, Modula 2. Docs and lots of utilities. 


IMAGINE OBJECTS & TEXTURES 7DISKS £5.95 
Crammed full of a large selection of objects and textures for your favourite 
ray tracer. Archived for extra value. 


COMPUGRAPHIC FONTS 3DISKS £2.50 
36 scalable compugraphic fonts which work with WB 2.0 or 3.0, Pagestream 
V2+, Pro Page V3+, and Pagesetter V2+. 


EDUCATION PACK SDISKS £4.45 


Packed with fun ways to learn for 3-12 year olds. 


GAMES PACK SDISKS £4.45 


A collection of every type of game gives hours of fun. 


CRAIG COLLINS ANIMATIONS 10DISKS £8.45 
From the master of animation, the highly acclaimed LAST STAND ON 
HOTH, THE AD, REVENGE, SUNSET JETS & DOLPHIN DREAMS. 
(Requires 3 meg) 


BLANK DISKS Dysan Precision Branded 3.5" DS/DD disks with labels 
10-£4.75 25-£11.25 50- £21.00 100 - £40.00 

(inc. P&P) 

Also available - Joysticks, Mousemats, Disk Boxes etc... 

See Catalogue for details. 


DIRECT SOFTWARE 


DEPT THOSSC Unit 3, Cross Keys 
Shopping Mall, St Neots, 


Cambridgeshire PETS 2AU 
ER LINE: 0908 379550 


B0908 37955C 


FAX: 0908 277142 


BLANK DISKS 


Please include 60p for each order to cover 
postage & packing. All orders are despatched 
the same day for Postal Orders (1st Class Post) 
Cheque clearance is usually 5 - 9 working days 
Please make all cheques, Postal Orders payable 
to: G.P. Roebuck (Thankyou) 


Please make ‘cheques and P.O. payable to: 
DIRECT SOFTWARE DEPARTMENT THOOSSC, UNIT 3 CROSSKEYS SHOPPING MALL, 
ST NEOTS, CAMBRIDGESHIRE PE19 2AU 


UK MAINLAND - DELIVERY FREE 
OTHER AREAS - PRICES ON APPLICATION 
All parcels are sent out by recorded delivery. All items subject to availablity. All prices subject to change without notice 
E&OE Please allow for cheque clearance. 
Some games may not be released at time of going to press. 
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To reach an 
untapped Market & 
to advertise your 
products & services 
call MARIE on :- 
071 972 6700 


Ext 2432 HE ONE AMIGA JUNE 1994 ISSUE 


sovcabtehvecyemnsto MOMMODOUS iccscinidiocsisssoleah 


ALL AMIGAS - 1 MEGABYTE MINIMUM 
on orders. Overseas 
add £2.00 
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levels 


1 good chance to recoup some energy and 
the opportunity to grab some more cash as you go along to 
uy more food in the shop adds an extra challenge — and 


a welcome break from the platform action. Money also 
;and swords, (which of course you won’t find 
so what Kr 


io games) isalis loses in game design, 


it makes up for in weaponry — a fair 


trade-off. Finally, the 


music is great. Acting almost like the iMUSE system in 


LucasArts’ Monkey Island 2, the tunes change depending 

: catim CS a Le : - lug - - | : - - ‘ - - 
on your position. So, when you're standing on terra firma 
you get a happy tune, with samples of seagulls crying to 
vive a seaside atmosphere; but if you fancy a quick dip in 
the ocean the music changes to a watery theme of Jacques 
Cousteau-type vibe . What we have here is a nice game. 
Nothing fancy, innovative, or spectacular, but reasonably 


solid gameplay. Above average, basically. 


The world’s 
| we wite secret 
agent and fish sup a=» 
per is back. Matt afi 
Broughtor | - 
“himself a table for ~ 
“of at Neptune's 


PN Pin 


fter defeating the evil Doc- 
tor Maybe at the end of 
Robocod, and taking a well 


earned holiday in Aquatic Games, 
James Pond, Millennium’s ubiquitous 
hero, has been called back into ser- 
vice. And this time he’s up against his 
biggest challenge yet. Again. 

It has to be said that JP3’s plot is 
the most interesting of all his games. 
A space shuttle containing three FiSH 
agents and a special top-secret 
defence satellite has crash-landed on 
the moon. And even more worrying- 
ly, all radio contact with the stricken 
spaceship has been lost. All this 
wouldn't be too bad if it wasn’t for 
the fact that the evil Dr Maybe is on 
the moon mining cheese (groan) and 
has captured both the agents and 
the satellite. 

So Jimmy Pondy has once again 
been called upon to save the day. But 
before you leap off into the prover- 
bial deep end, don’t expect another 
Robocod. That particular game was a 
paced and playable affair, borrowing 
more from Super Mario Brothers 
than any other Amiga platformer. 
This time round Millennium is 
attempting to emulate that other 
famous console hero, Sonic The 
Hedgehog, making James Pond 3 a 
no-holds-barred speedfest over some 

of the largest game levels seen on 
an Amiga — and there are 111 
of them, too! 


The boys and girls at Millennium 
are quite right when they shout 
about this being the biggest Amiga 
platform game of them all because it 
undoubtedly is. But, as a girl once 
said to me as | broke down in tears: 
“size isn't everything, love, perhaps 
another time, eh?” Or something. 
Anyway, what I'm trying to say is 
that if the game is crap then its size 
won't matter. So after all the hype, 
all the build up and all the delays, is 
James Pond 3: Operation StarFiSh 
really as good as it’s cracked up to 
be? Well, let's find out, shall we? 


Like a certain Italian plumber’s 
last outing, this huge scrolling 
map shows you your progress 
through the game. The surround- 
ings of each star should give you 
some indication of what sort of 
terrain you'll have to face. That 


plus the level names that appear 
below the map, anyway. After all, 
how ambiguous can ‘Custard 
Falls’ be? 


rhere are many proverbial ways to 
skin a proverbial cat, so they say, 
and in the same slightly confusing 


vein, there are many ways to com- 
plete a level. Everything you do on 
a level — from the number of 
moons you collect to the number 
of hidden blocks you find — 
decides how many levels will open 
to you at the end of it all. Playing 
levels differently can give youa 
completely different path through 
the game! 


if the sheer hugeness of the level 
doesn't impress you, then bear in 
mind that there are more than 
two dimensions to the map. Every 
time you come across an arrow 
like this one, it means you can 
travel above or beneath the map 
to entirely new levels. It's one 
thing to beat Doctor Maybe at the 
end, it's another thing completely 
just to actually find your way 
there! 
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and still works in wey Doers your fall, lets you make bigger 
ow t are all sorts of new objects. Bombs and dynamite 
up, chee 2 blocks canbe stood on, teeth can be used to bite 


ow all the hidden blocks on the level. 


The teacups are the core of the game. Collect 
enough of these and you can turn on the trans- 
mitter at the end of the level. Collect some more, | 
. bonus. Collect even = ee 


ond you can son renege a 


if | told you that Operation StarFi5h 
was quite unlike any other Amiga 


platform game, !| wouldn't be lying. 


Publisher: Millennium 
Developer: 
In-house 


it’s huge. No really, it’s very huge... 


and bloody fast. It also takes quite a 
£29.99 Out Now 


Not Hard Disk Installable {| 


different tack to most other platform 
games where, as a rule, enemies are 
thrown in to make getting to the end 
of the level quite a job for the player. 
In this game, just getting to the end of 
each level is enough of a challenge 
without a large number of wrong- 
doers attacking you at every opportu- 
nity. You could play the first level a 
dozen times, and still find a different 
way to get to the end of it each time. 
Have | told you how great it looks? 
OK, so it isn't anywhere near as 
colourful as Robocod (put them side 
by side, and this one looks a little 
bland in places), but where the colour 


has been removed, bags of character 


AtiEAAti 


ry 


have been added. Pond is no longer 
the cute little fish who wiggles from 
side to side when he walks — this is a 
leaner, meaner fish, with a gleam in his 
eye and a set jaw. The one big difference between James 
Pond 3 and Robocod is that this one is very, very hard. It'll 
take quite a few goes before you can get past the first cou- 
ple of levels without losing stacks of energy (remember 
how easy Robocod was?). Mind you, it’s never frustrating- 
ly hard — for every hit you take, you can see how it hap- 
pened, and learn to avoid it next time. There's a good 
learning curve to the game, but this is no evening class. This 
is a three year degree course. With homework. Pond 3 is 
every bit as good as | hoped it would be and well worth 
rushing out for with your cash held high. | promise you 
won't be disappointed. | also promise that you won't even 
vaguely see the entire game for a long, long time. 
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Naughty Ones CD32 will probably go 
down in history.as the game with 
the most annoying music. Ever. Let 
me explain: The offices of The One 
are shared by PC Review, so when- 
ever a game is played, everybody 
gets to hear the music and sound 
effects. And never, never has any 
game inspired death threats, moni- 
tor destroying and generally bitchy 
nastiness more than Naughty Ones. 
Honestly, | only have to turn it on, 
and immediately the whines come: 
“Oh, Andy, can’t you turn it down a 
bit?” (Harry); “Look, the tune isn’t 
going to change no matter how 
long you listen to it!” (Matt), 


= — | ’ 
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and “Shut it!” (Simon). This isn’t 
good, and it’s not conducive to a 
good working environment. Even 
when you switch the music off, and 
leave the sound effects on, the tune 
turns itself back on when you die — 
almost as if it’s coming back to 
haunt you. And then the PC Review 
crowd started getting on the case as 
well... oh, dear. 

Turn the volume down, though, or 
switch the music off, and essentially 
Naughty Ones is a pretty good game. 
It’s got all the elements of a decent 
platformer — cute graphics, smooth 
gameplay, and enough levels to chal- 
lenge hardened gamers. It plays like 
a kind of Mario/Rainbow Islands 
game, it’s addictive, frustrating and 
maddening. However, there are 
problems: one of the normal ele- 
ments of such a platformer is the 
chance to stomp on the enemies’ 
heads, thereby sending them to 


whichever foul netherworld they 
came from. Not the case with 
Naughty Ones, sadly, so you're stuck 
with a couple of rubber balls to fire. 

The major problem, really, is the 
control method. Even with all the but- 
tons at your disposal on the CD32 joy- 
pad, you still have to press up to 
jump. Nobody ever, ever, prefers 
pressing up to jump rather than a 
button; and even if they did, there's 
another solution. Include an option, 
guys; it’s quite simple. [AN] 


OVERALL 78% 


It's now two years since Putty was 
born, and in that time not only has he 
spawned a sequel in the form of 
Putty Squad (WiPped last issue), but 
also he’s had the prefix “Super” 
added to his name. This isn’t merely a 
clever marketing ploy on the part of 
System 3, it’s a by-product of the 
game’s release onto the Super Nin- 
tendo console. (Nintendo, by the way, 
is heavily into promoting its games 
with the “Super” prefix, even though 
the meaning of the word is occasion- 
ally lost.) 
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UPDATES 


So, the CD32 version, then. Let’s 
see... the music’s the same, the 
graphics are the same, there's a dis- 
tinctly similar number of levels — in 
fact, let's face it, it’s the same bleed- 
ing game. So, | put it to you that the 
“Super” part of the title is a bit of a 
misnomer. 

Putty always was a great game, 
super even, but there are problems 
with this CD32 version which didn’t 
occur with the original. Yes, it’s the 
horrible “up to jump” scenario which 
has plagued other CD32 platformers 
(Naughty Ones leaps to mind, for 
example). Honestly, with the CD32 
we've got more buttons on the con- 
trollers than, er, seven, and yet Sys- 
tem 3 insists on using the direction 
pad to do almost everything. Using 
the direction pad to jump is incredibly 
annoying — Putty would have been 
much easier to control if you used 
one of the four main buttons instead. 
There isn’t even a simple (God forbid) 
routine to change the controls — no, 
it’s “up to jump” or nothing. 

Putty is an above average plat- 
former with better graphics than 
most and an interesting and amusing 
storyline. A little bit of extra thought 
could have made the CD32 version 
much better. [AN] 


OVERALL 80% 
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International Karate began life on the 
Commodore 64, and joined Drop 
Zone as another classic which 
appeared, coincidentally, around the 
time of my ‘O’ levels, and cost me 
dear, | can tell you. Archer MacLean 
programmed both games, and | hold 
him personally responsible, (in later 
life, he buggered up my social life 
with Jimmy White's Whirlwind 
Snooker and Poo/). 

Anyway, System 3 continues to 
confound by releasing the improved 
International Karate, titled IK+, on 
CD32. This is a fine example of what 
is known in CD circles as “shovel- 
ware,” or persuading a game from 
floppy disk onto CD with no apparent 
changes or enhancements. This 
means that because IK+ is roughly 


the extra computer player gives that 
added twist which later games 
haven't offered. 

The only real bugbear is the high 
price. All right, System 3 isn’t the only 
purveyor of shovelware, but it could 
— and possibly should — have been 


| the pioneer of under-a-tenner CD32 


games. Instead you can buy /nterna- 
tional Karate + at £14.99: a reason- 
able price for a new game, but a bit 
steep for a 1988 release. [AN] 


OVERALL 76% 


‘Total Carnage is terrible’, warned 
Simon last issue. The review was 
rather cutting, amusing even (Can | 
have my £5 now please, Si?), but 
decidedly lukewarm. Readers may not 
be surprised to learn that The A500 
version of the game only serves to 
underline his reservations. The in- 
game graphics are identical, proving 
that the A1200’s large colour palette 
and on-screen graphics were in no 
way used to the full. The weak sound 
effects are still there; while the same, 


; jerky game play ‘graces’ the screen 


— whenever you twitch the joystick. 


1Mb in size, there is approximately 
another 549Mb free on the disk — 
something of a waste, wouldn't you 
agree? 

The 1Mb of IK+ is a fine example 
of programming, though; a beat-em- 
up which almost holds its own today 
against the likes of Streetfighter 2 
and Mortal Kombat. The graphics are 
dated in comparison, but the game- 
play, music and sound effects are still 
going strong. With a single joystick 
it’s possible, simple even, to lay 18 
different moves of the rawest death 
on your opponent; while the Bruce 
Lee-style screams and cracks as bone 
er... cracks against bone could only 
be matched in your goriest night- 
mares of severed limbs and splatter- 
ing blood. 

Fighting the computer is a great 
challenge, because there are three 
characters in all — two controlled by 
your CD32. Win, or come second, and 
you get to fight in another round — 
come last though and you're out. The 
two player mode is similar, but | think 


Sadly, the only thing which sets 
the two versions apart is that the 
A1200 game had a few graphics 
screens thrown in at the start. Oh, 
and ICE has added an ‘Easy’ mode 
(for those who found the original a 
bit too hard). "But come off it, Andy," 
| hear you ask, "why is Total Carnage 
so bad?" It’s a perfectly ordinary 
shoot-’em-up, with big guns, big ene- 
mies and a two-player simultaneous 
mode, and it would seem to have 
everything going for it. 

However, when you take the coin- 
op into account (which was, let’s be 
honest, a bit lame when compared to 
its predecessor, Smash TV), then TC 
for the Amiga was always going to be 
a non-starter. If you squash a coin- 
op’s 256-colour graphics into a nor- 
mal Amiga palette, they are always 
going to look boring. We all know 
that the Amiga’s capable of some glo- 
rious sound, but effects need to be 
carefully honed and tuned to produce 
great results. TC’s are tinny, dull, 
and... oh, unimaginative (take the 
flame thrower which sounds suspi- 
ciously like a machine gun). 

| guess ICE had its chance to pro- 
duce a good game with the A1200, 
but, well, lost it somewhere along the 
way. With the A500 version ICE is just 
flogging the same dead horse. Total 
Carnage promises much, but delivers 
very little. Shame. [AN] 


OVERALL 44% 
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games that have been ported over to the CD32. 

Though no changes have been made to these 
particular games, if you're a new CD32 owner, you 
might well be interested it what we have to say... 


Y ep, same old story! Here are some lovely old 


Lost Vikings is one of those puzzle/platform games that 
relies on your understanding of co-operation. Of course, 
if you watched Sesame Street you'll have no problem 
with that at all, but if you’re a bit of a plank, you could 
be in for a spot of bother. Lost Vikings centres around 
the activities of three Vikings (funnily enough) who 
must make their way through a number of levels filled 
with dangerous puzzles and traps. One Viking can run 
and jump, one can manipulate a shield, and one can use 
a sword or bow and arrow, and it's down to you to 
make best use of these skills to get your lads through 
each level, collecting points and health bonuses along 
the way. This really is one of the better puzzle games 
available for the Amiga, and a must for any fans of the 
Lemmings-style ‘think-before-you-do-anything’ genre. 
Very good indeed. [MB] 


OVERALL: 90% 
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It's strange that this should appear along with Lost 
Vikings, as both games feature a similar style of puz- 
zle solving, i.e. the use of different characters with 


different abilities. The real difference here being that 
you only ever have one character on-screen at any time, 
but this ‘Furry’ can switch between any one of four ‘per- 
sonalities’. ‘Blue’ can swim and blow bubbles, ‘Green’ 
can swing from ropes, ‘Yellow’ can shoot fireballs, and 
‘Red’ can eat his way through weak structures. Again, 
as in Vikings, you must make your way across a number 
of levels with varying themes (desert, jungle etc.) facing 
different traps and puzzles. | actually prefer Fury of the 
Furries to Vikings because the characters themselves are 
more striking, and the puzzles just that bit more varied, 
and though I've given both these games the same mark, 
I'd actually buy this one first. Very good indeed. Again! 


(MB) 
OVERALL 90% 


I’m in a bit of a fix here. I’ve never really been able to 
get into Striker, and being a bit of a Sensi boy, find it 
difficult to get much enjoyment out of the game at all. 
When it was originally released some reviewers gave it 
very high marks indeed using words like ‘classic’ and 
‘footy’. I'm afraid The One has never lobbed any bou- 
quets in Striker’s direction and as this latest incarnation 
is a straight port to CD there’s not much | can add to 
previous comments. If you like running really fast, 
watching strange angle perspectives, and not having 
too much control, buy it. If, like me, you don’t enjoy 
running really fast and just booting the ball without too 
much strategy, don’t. [MB] 


OVERALL: 75% 


ZOOL 2 CD32 
Gremlin £29.99 


Zool’s back. And this time he’s 2. 
Yes, it’s all true, but this time it’s 
quite good. | first looked at Zoo/ 2a 
couple of issues back and was more 
than pleased to award it a stunning 
90 percent. Simon looked at the 
A1200 version, and gave it a fair 
beating for being so slow and 
messy. Well, roll up, roll up, here 
comes the CD32 version, and I’m 
pleased to be able to report that it 
has recaptured its former glory. 

The first thing that kicks you in 
the teeth about the CD32 version is 
the superb 3D rendered animation, 
which shows Zool running, waving, 
and manipulating his fingers in a 
number of suspicious ways. That is, 
of course, until he crashes into the 
rather huge baddie of the game — 
Mental Block. 

Anyway, once you've recovered 
from the brilliant intro, it’s back to 
basics with Zool straight into his 
normal display of acrobatics and 
general platform japery. As well as 
the intro, it’s also worth mentioning 
that you now get 256 colours 
throughout, as well as end of level 
animations featuring Zool, Zooz and 
Mental Block. 

All six original worlds are there 
complete with improved graphics 
and tons of parallax backgrounds. 
The sound has also been given the 
CD treatment and sports a number 
of excellent tracks. Just for fact 
fans, there’s now an extra 100K of 
sound effects! 

Much to Gremlin’s credit, there’s 
also a new level included, called 
(Quo fans) Paper Plains. It’s much 
the same as the worlds we're used 
to, only featuring huge er... bog- 
rolls, springing staplers and nasty 
sharp scissors (to name but a few). 

Gremlin has also decided to posi- 
tion this new level at the start of 
the game, rather than forcing peo- 
ple to complete the game before 
they can tease A1200/A500/A600 
owning mates with “I’ve got more 
than you” taunts. Good stuff. [MB] 


OVERALL: 90% 


} R E E a SILICA 
When you buy your Amiga from Silica, at 

our advertised prices, we will give you one 

or more free gifts. The gifts include the new 

Chaos pack, GFA Basic & Photon Paint Il. 

Check this ad to see which gifts come with 

each Amiga from Silica. An enhanced AGA 


version of Chaos that takes full advantage ot the 
SOFTWARE Pack AA Chipset will be sent with A1200 & A4000s. 


NICK FALDO’S CHAMPIONSHIP GOLF 


CHAOS PACK: £125.96 


GFA BASIC v3.5 - Powerful Basic Programming Language.. £50.00 
PHOTON PAINT Ii - Powerful Graphics Painting Package ... 
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The A4000 runs at up to 21 times the 
speed of the A600. , , 


INC VAT . AMES 


expansion 
4x16/32-BiT ZORRO ill SLOTS (TOWERx5) 
3xPC-AT SLOTS (TOWERx4) 
1x24-bi VIDEO SLOT (TOWER«x 2) 


1.76um 3° FLOPPY DRIVE 
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Before you decide when 
\ @] to buy your new computer, 
i we suggest you think very 
Pe an® 6 carefully about WHERE you 
le=- xO 4 buy it. Consider what it will be 
CE T like a few months after you have 
made your purchase, when you 
may require additional peripherals or software, or help 
and advice. And, will the company you buy from contact 
you with details of new products? At Silica, we ensure 
that you will have nothing to worry about. With our 
unrivalled experience and expertise, we can meet our 
customers’ requirements with an understanding which is 
second to none. Complete and retum the coupon now 
for our latest FREE literature and begin to experience 

the “Silica Service” 


@ FREE OVERNIGHT DELIVERY: 


On all hardware orders shipped in the UK mainland 
(there is a small charge for Saturday delivery) 


@ TECHNICAL SUPPORT HELPLINE: 
A team of technical experts will be at your service 


@ PRICE MATCH: 
We match competitors on a “Same product - Same price” basis 


@ ESTABLISHED 15 YEARS: 
We have a proven track record in professional computer sales 


£89.95 
TOTAL VALUE: £265.91 


The 4000 O30EC, 040LC and 
040 SCSI Tower are available in 
several RAM/Hard Drive options from 
Silica (please see below). All are fully 


25unz 68030ec 
DESKTOP 


RAM 21 4a 


AMIGA 600 


Imm AMIGA 600 
BUILT-IN 1mm DRIVE 
BUILT-IN TV MODULATOR 
DELUXE PAINT Ill £79.99 
LEMMINGS £25.99 
(See Top Let) £125.96 


TOTAL PACK VALUE; £431.93 
LESS PACK SAVING: £2 


SILICA PRICE: £189.00 


INC VAT AMC 0666 


MICROVITEC 1438 MONITOR 
.28mm Dot Pitch 14" Colour 
Screen 
Up to 1024 x 768 Resolution 


AMIGA 600 | AMIGA 600: 


ON CONFIGURA 


BUILT-IN tue DRIVE & TV MODULATOR - 
DELUXE PAINT Ill ................ £79.99 
MICROPROSE GRAND PRIX.. £34.99 


TOTAL PACK VALUE: £492.91 
LESS PACK SAVING: £293.91 


42mm Dot Pitch 14° Colour Screen 

600 dots x 285 lines Resolution - 15.75xx 
Analog RGB, Ditigal TTL and Composite Video 
External Controls Pam F REQUIRED FOR COR 
Volume. Brightness. | cag sors _ 
Contrast, Colour 


FROM SILICA — THE UK’s Nol AMIGA SPECIALISTS 
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TIONS 


PE ELISE : tue AMIGA 600 

BUILT-IN te DRIVE & TY MODULATOR 

64ue HARD DISK 

EPIC - A SCI-FI ADVENTURE 

ROME - ROLE PLAYING ADVENTURE 

Preeeererrrrrr ii tir) ° MYTH - STOP THE SPREAD OF EVIL £19 99 

2 Se a . TRIVIAL PURSUIT - POPULAR QUIZ £29.99 
(See Top Left) £125.96 See Top Lett) £265.91 


PACK VALUE: €750.86 
PACK SAVING 
SILICA PRICE: £349.00 


SILICA PRICE: £199.00 
PREVIOUSLY so 


INC VAT AMC 0649 


pRevioustY BAST 


VAT - AMC 0649 + RAM 0605 


1084S 


, Horizontal & Vertical 
Arty A 15-38KHz Horiz Frequencies Centring Height 
Analogue RGB Input Anti-glare Screen a 4 
External Controls: Brightness, ae f<' 


INC VAT - AMB 3214 
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DESKTOP 


25muz 68040 
SCSI TOWER 


Contrast, Horizontal and 
Vertical Centring/Height 
Anti-glare 

Screen 
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Cc APPROVED 


Silica are a fully authorised Amiga 
dealer. We can upgrade Amiga 600 
or 1200's with hard drives, for new or 
existing owners, without affecting 
Commodore's official on site 
warranty. We offer other upgrades 
and repair service for A500 and 


THE SILICA SERVICE 


PART OF A £50M A YEAR COMPANY: 
With over 200 staff - We are solid, reliable and profitable 
BUSINESS + EDUCATION + GOVERNMENT: 
Volume discounts are available. Tel: 081-308 0888. 
SHOWROOMS: 

We have demonstration facilities at all our stores 

THE FULL STOCK RANGE: 

All of your computer requirements are available from one 
specialist supplier 

FREE CATALOGUES: 

Will be mailed to you, with special reduced price offers, as 
well as details on all software and peripherals 
PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms (APR 29.8% - written quotes on request) 


TV/MONITOR oa 


ASO0r.us computers 14° Remote Control Colour TV/Monitor PERFECT FREEZE FRAME 
UPGRADES & REPAIRS Inc RGB Scart Socket for use with Amigas INSTANT TRACK BOP RATED 

* Latest test equipment Infra Red Remote Control SELECTION 

© 1,008 of parts in stock ene eee ee 

. FAS T, 48 hour service Flash has sie QUALITY SOUND 

* We can collect (£5+VAT) 40 Ct , 

* FREE return couner Programme Memory A FULL RANGE OF GAMES, FILMS & 

* All work guaranteed = FREE Amiga Scart MUSIC VIDEO TITLES ARE AVAILABLE 
CALL FOR A PRICE LIST FOR CD™ - CALL FOR A PRICE LIST 


FMV MODULE 
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UNEAR COMPATIBLE 


PLUGS INTO THE BACK OF THE CD” 


ALLOWS YOU TO PLAY VIDEO CDs 
Full screen, full motion films & music videos 


CD-! LINEAR COMPATIBLE 
Allows you to play CD-i films & music videos 


MAIL ORDER 


PLUS TECHNICAL AND HEAD OFFICE 


0381-309 III 


1-4 The Mews, Hatherley Road, Sidcup, Kent, DA145SS 


PLUS BRANCHES AT: 
CHELMSFORD Tel: 0245 355511 
Debenhams (2nd Floor), 27 High St, Chelmsford, Essex, CM1 1DA 
CROYDON Tel: 081-688 4455 
Debenhams (2nd Floor), 11-31 North End, Croydon, Surrey, CR9 1RQ 
GLASGOW Tel: 041-221 0088 
Debenhams (sth floor), 97 Argyle St, Glasgow, Strathclyde, G2 8AR 
IPSWICH Tel: 0473 221313 
Debenhams (2nd Floor), Westgate Street, Ipswich, IP1 3EH 
LONDON 

52 Tottenham Court Road Tel: 071-580 4000 
Debenhams (3rd Floor), 334 Oxford St Tel: 071-493 3735 
Selfridges (Gasement Arena), 369 Oxford St Tel: 071-629 1234 
MANCHESTER Tel: 061-832 8666 
Debenhams (3rd Floor), Market Street, Manchester, M60 1TA 
SIDCUP Tel: 081-302 8811 
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 
SOUTHEND Tel: 0702 468039 
Keddies (2nd Floor), High St, Southend-on-Sea, Essex, SS1 1LA 
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2ve Amiga 1200 © WordWorth V2 
Total Carnage WordWorth Print Manager 


2m Amiga 1200 Nigel Mansell s 


igs World Championship AGA Brian The Lion Day By Day Planner 
od (See Top Left) Zool 2 Personal Paint V4 
RACE ‘N’ CHASE + (See Top Left) 


INC VAT . AMC 1 
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INC VAT . AMC 1627 


INC VAT - AMC 2201 


2h 3405. 


> VAT - AMC 2341 


INC VAT . AMC 1600 


2: 340%. 


INC VAT . AMC 1640 


2" Internal IDE Hard Drive Options 
68020EC Processor - 14.1 9am Clock Speed 1 Year On-site Warranty 


32-bit Architecture /2me Chip RAM 


Amuga DOS v3.0/ Built-in TV Modulator Approved 2% Hard Drives 

AA Chip Set/ 16.8 Million Colours Fitted correctly below metal safety shield - does not 

1 x 32-Bit CPU/RAM Expansion Siot invalidate warranty 

PCMCIA Smart Card Slot Covered by Commodore's Official 1 Year On-Site Warranty 
96 Key Keyboard with Numenc Keypad Look for Special ‘Official Upgrade” sticker 


SS GREAT NEW PACK 
NOW WITH 


bE 


PLUS! 
DANGEROUS STREETS 
WING COMMANDER 
DIGGERS & OSCAR 


32-BIT POWER 
The worlds first FULL SCREEN VIDEO-CD 
CD-ROM console to 
Optional extra FMV module which 

use — 4x faster than a allows you to watch films on the CD32 - 
68000 compatible with the latest Video-CD 
2Mb RAM standard, endorsed by JVC, Matsushita 
CD QUALITY STEREO SOUND Phillips and Sony (see left) 
16.8 MILLION COLOUR PALETTE CD-i LINEAR COMPATIBLE . 

With optional FMV module, will play CO-4 
GAMES FROM BELOW £20 fame end music videos 
PLUGS INTO A TV OR MONITOR 

6 FREE CD TITLES 
PLAYS MUSIC CDs MICROCOSM @CHAOS ENGINE 
DUAL SPEED DANGEROUS STREETS #OSCAR 
Transfers data almost twice as fast as WING COMMANDER 1 #@DIGGERS 
ordinary CD-ROM drives 
MULTI-SESSION 


Recognises ALL data on CDs, even if the 
information was added after initial pressing 


11 BUTTON CONTROL PAD 
COMPATIBLE WITH 26 COTV TITLES 


CD* 
+ 6 FREE 
CO TITLES | ino VAT - CCD 3299 
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Which computer(s), if any, do you own? 


E&OE - Advertised prices and specifications may change - Please retum the coupon for the latest information 
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, a al Try out all the latest, greatest games 


' at LIVE ‘94, the UK’s most exciting consumer 


a) 


Meet the big names. Nintendo. 


electronics event. 


Commodore/Amiga. Panasonic 3DO. 
Pa Philips CD-i. Sega. Enter the Games Zone. 


Put the hottest new games from all the top 


software writers to the test. 


& 
See the Nintendo Challenger and 


~ Panasonic 3DO Showliner. Quiz the gurus from 
- : J your favourite magazines” in the Games 
~ Arena. Get the lowdown on some incredible 
7 tips, hints and cheats. 
45k. — 
is a me, 
es ie 7% Experience Capital Radio Live at 


LIVE. Capital Gold concerts. Dolby Home 
Cinema Promenade. TV Times Live Television 
Studio. Young Newspaper Feature. BPIA Future 
of Photography. Yamaha/TES National Youth 
Rock & Pop Awards. Focus on Multimedia. 
f 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 
Remember — if you're under 16, you must 
have an adult with you at LIVE ’94. 


THE CONSUMER ELECTRONICS SHOW 


EARLS COURT - LONDON 
20-25 SEPTEMBER 1994 


~ 
" —— HOTLIN E: 
7 
—-_ <« — 500 103 
a\ . Rome. rs Calls cost 39p per minute cheap rate and 


49p per minute at all other times. 


PR A ASP SS RIE LE 
| Please tell me more about LIVE ‘94 and 
! how | can get a ticket to the UK’s most 


| electrifying event. 
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Please return this coupon to: 
LIVE ‘94, News International Exhibitions Ltd. 
Europe House, World Trade Centre, 
St Katharine-by-the-Tower, London E1 9AT. 


*The top journos from Mean Machines, Sega Magazine, Nintendo 
Magazine System, Computer and Video Games, PC Review, CU 
a Amiga, The One Amiga and PC Games will all be there. 
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Once again Simon, Matt and Andy walk you through the best in budget software. If you 


missed any of these first time round, check out the marks and get your dosh ready! 


APIDYA 


On its debut, Apidya was declared by some 
to be the best shoot-’em-up on the Amiga 
— and that included Project X which was 
released at almost the same time. Because 
of this, Team 17 descended into an 
almighty sulk, stamped its tiny feet and 
refused to come out of its bedroom until 
everybody said sorry. Or, rather, it waited 
until it could buy Apidya and release it on 
budget so that those doubting Thomases 
would have to say, once again, that Team 
17 is the best. But will they? 

It has to be said that Apidya has stood the 
test of time very well. It’s a traditional no- 
holds-barred blaster in which you play the 
part of an avenging husband seeking an 
antidote for your wife whose life has been 
‘spoiled’ by mutant insects. Strangely, 
you've decided to turn into a flying insect 
in order to sort out the nasty people, but 
why you didn’t just purchase a giant fly-swat 
and remain a ‘Big Person’ remains a mystery. 

Still, holes in the ‘plot’ aside, this is good 
stuff indeed. Flashy graphics and multi-lay- 
ered parallax have been overlooked in favour 


JACK 
NICKLAUS’ 
UNLIMITED 
GOLF & 
COURSE 
DESIGNER 


Golf games fall into two 


has a course designer — albeit a 


of good old-fashioned playability. The attack 
waves are varied and challenging but are 
introduced gradually, giving you time to 
learn how best to tackle them. Power-ups 
are in plentiful supply (collected by picking 
up special tokens and trading them in for 
additional firepower, as usual) and the game 
can even select the best ones for you, if you 
so wish. Team 17 has picked up a fantastic 
game and this certainly gives them the top 
two horizontal blasters. | reckon that if Team 
17 carries on like this, the Monopolies and 
Mergers Commission will be taking a very 
special interest in its affairs. [SB] 


surprisingly fast when you consider 
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Frank Herbert's Dune has spawned a ridiculous num- 
ber of spin-offs and now, to top it all, we have a bud- 
get re-release of Virgin's game to contend with. 

True to the books, Dune (the game) is set on the bar- 
ren world Atreides. A pretty average-looking planet, it 
is remarkable for one fact; it is the only planet in the 
galaxy where Spice can be found. And because Spice is 
such a rare mineral everyone and their Mum/wife/dog 
wants a piece of the action — including your good self. 
Unfortunately, the right to mine for the spice was pre- 
viously owned by your sworn enemies, the Harkon- 
nens, and they still control a third of the planet. 

In Dune, you play the part of Paul Atreides, son of 
Duke Leto of the House of Atreides, and it’s down to 
you to win over the locals, bringing them to your side 
in a war against all of Harkonnens. 

Unlike the more well-known Dune 2, this is not a 
strategy game as much as a tactical adventure 
(although it has to be said that the sequel is a much 
better game). Instead, you must travel the planet in an 
attempt to gather as much information and support as 
necessary, returning to your family and reporting in 
regularly for updates and news. 

As a graphic adventure, this is very much in the ‘old 
mould’ with a static picture representing each loca- 
tion and various characters spread around for you to 
interact with. The graphics are okay, and though the 
conversation system is a bit limiting, you get a fair 
chance to develop characters and get a decent ‘feel’ 
from the game. 

There are a decent number of locations to be 
explored, and though you'll probably get more enjoy- 
ment if you’re familiar with the books, Dune offers a 
fairly lasting adventure to the average player. [MB] 


After several rounds of Nicklaus | 


categories: fun but hardly accurate 
(Leaderboard) and obsessively 
intricate and duller than Postman 
Pat’s Foggy Day (Links). PGA Tour 
went some way to bridge this gap, 
and it’s also a niche Grandslam’s 
Nicklaus licence tried to fit in with. 
By rights, Jack Nicklaus Golf 
should have everything going for 
it. The graphics are nice and large, 
and it has the expected full range 
of clubs, shots and more than 
enough greens. Blimey, it even 


rather complex one — and with 
this you can create a Tarby 
nightmare scenario with loads of 
bunkers, water traps and bits of 
rough. Coo! 

When actually wandering on to 
the course for a round of eighteen 
holes, further expectations are 
equally good. Your computer alter- 
ego is a nice big chap who moves 
quite nicely as he swings for the 
ball, and the screen update 
whenever a shot is taken is 


how detailed some of the greens 
are. However, what Nicklaus Gold 
doesn’t have is the necessary 
playability which features so 
predominantly in the likes of 
Leaderboard and PGA Tour. The 
controls are sluggish and the 
accuracy needed for really good 
shots never seems to be constant. 
Good controls in a game such as 
this are essential and, try as | 
might, | never felt as ease with 
Nicklaus’s shot system. 


came away with a bit of a neutral 
feeling. There’s nothing seriously 
wrong with it, but everything it 
does has been done before and 
better. 

Golf fans don’t have a wide 
choice, but PGA Tour offers 
everything a budding Sevvy could 
possibly want. As such, this re- 
release is a little redundant. [AN] 
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THE HIT SQUAD 
£14.99 


The chance to rule the world is one 
comparatively new to the world of 
video games. Bullfrog and EA started 
it all off with Populous and Power- 
monger, but it was Sensible Software 
that made it immediately playable 
and, more to the point, fun. Mega- 
Lo-Mania was one of the many casu- 
alties of Robert Maxwell's impromp- 
tu dip all those years ago, so there’s 
a good chance you may have missed 
it first time round. UBI Soft released 
it as a double pack along with Vivid 
Iimage’s The Second Samurai some 
time ago, but this too went largely 
ignored. Thus, heed this advice: pick 
up this bargain. Now. 
Mega-Lo-Mania is another icon- 
controlled God game, but one which 


Apparently, and | quote a certain 
overly-large and food-loving ex-edi- 
tor, “One day all RPGs will be made 
this way.” | certainly hope not. 
Things would get very boring very 
quickly really wouldn’t they — | 
mean can you imagine Eye Of The 
Beholder viewed in 
isometric? No, nei- 
ther can |. And | 
wouldn't want to 
for that matter. 

Anyway, this 
game was originally 
reviewed back in 
June 1993 where it 
managed to pick up 
an impressive 89 
percent and tickled 
Mr David Upchurch 
enough to get him 
spouting tons of 
silly quotes that 
now appear on the 
press releases. 

You take control of a band of 
adventurers as they wander around 
a large number of rooms that go to 
make up a number of levels. One 
character can act as a team leader, 
or you can control each character 
separately as they fight, explore and 
eat their way around the mystic 
lands. The plot is of pretty standard 
fare and sees you trying to avenge a 
murdered Emperor by collecting 
together the four shards of the 
‘Eternal Amulet’ and overcoming the 
evil assassin. 
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challenges the player to overpower 
a series of computer-controlled play- 
ers by digging for ores, building fac- 
tories and blowing them out of the 
sky (I think he’s referring to the CPU 
players, not the factories — Simon). 
However, before ‘super weapons’ 
come into play, the basics of 
weaponry must be mastered, includ- 
ing the spear, machine guns and, 
eventually, flying machines which 
evolve into spaceships. As these 
inventions come into being, your 
need for ores and more people to 
add to your armies see you expand- 
ing on a massive scale. 

One of the reasons Mega-Lo- 
Mania is such fun to play, is the 
humorous samples which are inter- 
spersed with the action. As your valu- 
able ores are turned into the latest 
gadgets, a Sharony (apologies to 
anyone called Sharon out there, but 
you know what | mean) voice shouts 
out ‘the production line is complet- 
ed’ in a brilliant Estuary accent. In 


Magic features heavily through- 


out the game, and is accessed using 
an interesting and novel ‘mixing 
bowl’ system. These spells can be 
learned, cast and stored, ready to be 
lobbed at any attacking monster 
encountered. 


or Gre 


The game splits occasionally 


between maps and text descriptions 
as you discover more of the strange 
lands, and enter into conversations 
with the colourful folk you meet. 


WOL is a strange game. It looks a 


bit primitive but plays quite nicely 
once you get moving. If you don’t 
mind the sometimes clumsy control 
system, I'd most definitely recom- 
mend this to bargain hunters. [MB] 


addition, the sprites are akin to those 
of Sensi Soccer, and mill about with 
their guns and spears in an absurdly 
comical way. Populous may be the 
ground-breaking God sim, but for me 
Mega-Lo-Mania is the pinnacle of 
playability in the genre. It has plenty 
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Team 17- £12.99 


This is the beat-‘em-up Street 
Fighter Ii should have been. Whilst 
US Gold's conversion of the Cap- 
com classic was reduced to a 
shambolic mess, it took Team 17 to 
tell us what we already knew: that 
a decent beat-’em-up was possible 
for the Amiga, just like they 
showed us the way a decent 
blaster and platformer should be 
with Project X and Superfrog. OK, 
so Body Blows may not have the 
likes of Chun-Li, Blanka and Ryu in 
it, but it does have the special 
moves and speed which made the 
Capcom game so special. 

Body Blows’ gameplay premise 
is much the same as of that of any 
other beat-’em-up you may have 
played in the last two years. Hav- 


of stages, a good variety of weapons 
and dwellings to build, and more 
ores to mix together than er... a very 
big ore-mixing machine. A simply 
amazing budget release. [MB] 


ing selected your fighter, you must 
battle your way through a series 
of oddball computer-controlled 
combatants in a ‘best of three’ 
timed bout. Granted, this sounds 
likes Way of The Exploding Fist, 
international Karate and their kin, 
but Body Blows features more 
fighting moves than any other 
Amiga beat-‘em-up — hence its 
status as fighting classic. 

Basically, Body Blows has every- 
thing a fight fan needs. It's moves 
are logical and easy to pull off, and 
the computer-controlled fighters 
are increasingly intelligent and 
propose a progressive challenge. 
Similarly, the game’s aesthetics are 
equally impressive, with the fight- 
ers beautifully shaded, and play- 
ing against some stunning back- 
drops — one for each fighter, in 
fact. I'd find it hard that anybody 
missed Body Blows first time 
round, but if you did — and that 
includes the countless follow-ups 
(it’s had more sequels 
than Friday The 13th!) 
— thirteen quid rep- 
resents an absolute 
bargain for what was 
a ground-breaking 
Amiga game. True, 
the sequels offer 
more in terms of 
speed and characters, 
but try this just to get 
into the swing of 
things. [AN] 
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Ty va rF Rue pPree? 
WHAT'S IN B.l- Jam pioaato ee 
You may well be wondering what you can win in this rather ludi- 
crous attempt to make our competitions slightly interesting, so 


here's the list of games that the winner will receive. This also forms 
the list of games that you might possibly find hidden within the 


mystic innards of the crystal balls. a ae 
Urozi 4 7 
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| Johnathon had been waiting for quite some while. His eyes started 

to droop as the heavy scent of Nagchampa incense filled his nostrils, 

but were instantly open and alert as a small door in the far corner of 

the room slowly opened. The beautiful Romany woman, known only 

as Madame Corinna, entered the room. = fal 
She sat before Johnathon across the ancient table, and gazed _ xy ?» 

deeply into the crystal ball that lay before them. Instantly the = 

| ball began to swirl and cloud, and Johnathon stifled a gasp — = 

| cursing himself for being so easily shocked. Madame Corinna 

| seemed not to notice Johnathon’s embarrassment, and fur- 

| rowed her brow in deeper concentration. 

| “| see a fortunate man,” she said, “one who will be envied by ~ : acai? : 

| many others.” Johnathon looked into the crystal ball, desperately \ a ca 

| trying to make sense of the swirling shapes before him. “I see noth- ~~. / 

| ing,” he said, “how can you be so sure?” 6) 

| Madame Corinna looked up from the ball, casting her beautiful 

| 

| 

: 


oe 


=a 


fy 


dark eyes upon him. “Perhaps you are looking too hard,” she sug- 
gested archly. : 
Johnathon sat back and inhaled the perfumed scents that filled | 
the room, relaxing his body as he did so. “Good,” approved Madame > 
Corinna, “perhaps now you should look again.” —_ ! 
Keeping his eyes half-closed, Johnathon peered 
into the ball, and sure enough, he saw something 
forming. “I...can...just...about...see..., oh, I'm still 
not sure!” 
| “Well, “ said the gorgeous gypsy woman, “per- 
| haps you should get someone to help you. Other- 
wise, I'm afraid you might lose everything...” 


| CAN YOU HELP 
' 


1a 1 1 


DHNATHON? 
| Yes, this is a chance for you to help ‘Johnathon’ 
| and win yourself some excellent budget software 
| in the process. All you need to do is to look close- 
| ly into the crystal balls shown here, and identify 
| the GBH games hidden within. Match the spheres 
| to any of the 15 games listed (some games may 
| appear more than once), and send you answers in 
| to: I'VE LOOKED INTO YOUR MURKY DEPTHS, The 
One, 30-32 Farringdon Lane, London, EC1R 3AU 
The winner and runners-up will be randomly cho- 
sen from the correct entries received, and the clos- 
ing date is July 28th. The Editor's decision is final 
and no correspondence will be entered into. 
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att: Hey, those wacky 

guys at Software Busi- 

ness, eh? Not only do 

they produce what they’re already 

calling the best game ever*, Club 

Football — The Manager, but also 

they’re giving away their pride and 

joy: an amazing Bar Football tablet! 

Just like the one you find in the 
arcades at the seaside! 

Simon: Faa-aaantastic! 

Andy: | think Beard-Face is on to a 
winner, chaps. Just think, put this 
thing in your dad’s garage, and you 
could be the envy of your friends. 

Harry: Or play it with your family, 
and perhaps start a huge row 
because “Andy’s cheating — he 
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keeps ‘spinning’ his players.” Mad as 
a Mahdi. Wibble. 

Matt: Why, you could even throw 
a party, invite loads of people, and 
gamble your house away in a Bar 
Football Tournament! The possibili- 
ties are endless! # 

Simon: Faa-aaantastic! 

Matt: And, if you hate football as 
much as | do, or if you hate Bar 
Football and footy management 
games, then at the very least you 
could probably sell it for a fat wad 
of cash. So, | reckon our readers 
would be daft not to enter our com- 
petition anyway. 

Harry: That means we'll get liter- 
ally thousands of entries, probably! 
Jimi Hendrix, Peter Green, etc. 

Andy: Oh my Rhydycroeseau etc 
— Grandad's off again! 


COMPETITION... 


- briliant 


All (less Harry, of course): Shut 
up, you old git! 

Simon: Faa-aaantastic! 

Andy: Right, back to the Compo. 
This so-called Bar Footy table's 
worth quite a lot, so | think we 
should ask some pretty damned dif- 
ficult questions.+ 

Matt: Yes, then, ask the entrants 
to bang the answers down on the 
back of a postcard (or stuck-down 
envelope), then send them off to: /t’s 
All a Load of Balls, You See, The 
One, 30-32 Farringdon Lane, London 
EC1R 3AU, to arrive here by June 
28th. 

Harry: And they might stand a 
marginal chance of winning. Scrap- 
per Blackwell. 

All: Hurrah! 

Simon: Faa-aaantastic! 


| ar football 
ible worth £700 


* But we don’t believe them, really. 
t Definitely not an electronic one — 
this is Analogue City, Dakota. 

# But we suggest you draw the line 
at inviting lots of girls around and 
playing Strip Bar Football and nudey 
prod-games. We could never 
condone that sort of behaviour. 

+ Nice symbol this, isn’t it? 


THE QUESTIONS 

1: Name the company behind 
Club Football — The Manager. 
2: What's the name of the 
footy pundit with a big chin? 
3: Guess the diameter of a Bar 
Football ball, to the nearest 
parsec. 
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Blimey O'Riley! 
This month we 
give away the 

complete solutions 
to no fewer than TWO 
things, as well as loads of 
handy hints and cheats for 


tons more. Sometimes we F 
» 


surprise even ourselves, you 


know. 


Core’s smart arcade adventure may have 
spent over two years in development, 
but that’s nothing compared to the 
amount of time it takes to complete the 
damn thing. Unless you've got this com- 
plete solution, of course, which has been 
supplied by the programmers. So why 
don't you get to it, then? 
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DARK 


1. Ask the BLACKSMITH about the 
INGOTS. Collect the five ingots and give 
them to him — this will trigger a beg- 
gar on ALGAN STREET and you will then 
be able to get the key to GRANNY’S 
HOUSE later on in the game. 


2. Get a BATTLEAXE from the ARMOUR- 
ER. Ask the ARMOURER about the FOR- 
EST. Ask the BARBARIAN about the'SPI- 
DER. Ask the ARMOURER about the INN 
KEEPER. Give the axe to DHOBAR and 
you will be able to cross the BRIDGE. 


3. Go to the INN KEEPER and ask him 
about the SKULLBUSTER and the 
ALCHEMIST. 


4. Collect all three potions and give 
them to the Alchemist. Then take the 


DEWAS HERB and give it to the INN 
KEEPER. Take the SKULLBUSTER brew 
from the INN KEEPER. 


5. Go to ALGAN STREET. Buy the key to 
GRANNY’S HOUSE. 


6. Go to GRANNY’s HOUSE and ask her 
about the GATE KEEPER. 

7. Go back to the INN KEEPER and give 
the SKULLBUSTER brew to the GATE 
KEEPER’S BROTHER (in the INN). He will 
then tell you the PASSWORD. 


8. Go back to the start (WEST WALL 
STREET). 


9. Go to the TEMPLE and save the 
DRUID from the ORCS. Return to the 
start to exit the level. 
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1. You must collect as much money as 
possible throughout this level because 
you will come across four BRIDGE 
GUARDIANS who require 10 gold 
pieces each. 


2. Watch out for skulls on the floor — 
they mark the entrances to paths. 


3. Kill and collect the rabbits — you 
will need them for the SPIDER’S 
GLADE. 


4. Go and see your GRANDFATHER — 
you will find him in a tree. Ask him for 
a password. 
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5. After this, go and see MALTHAR 
THE MAGE who lives in a house sur- 
rounded by quicksand. Have a word 
with him and he will then tell you to 
collect three items — a unicorn’s horn, 
some dragon bones and a piece of the 
mushroom throne. 


6. As soon as you have these three 
items, give them to MALTHAR and he 
will give you an incantation. He will 
also tell you to make your way to the 
STONE CIRCLE. When you reach it, say 
the incantation and you will leave the 
level. 
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1. Collect as much food and drink as 
possible in order to maintain your 
strength for the final battle — you 
will need it! 


2. Find the LIBRARY and read one of 
the books — this will increase your 
knowledge. 


3. Find the ORC SHAMAN and kill him 
— you will then be able to collect the 
DAGGER OF FEAR. 


4. Go to the CELLS and free all of the 
prisoners. One of these prisoners will 
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be UNCLE BOB — he will tell you the 
combination to the LIFT. 


5. Find the LIFT and get into it. 


6. Make your way to the DRAGON'S 
ROOM. This is where EBRYN’s moth- 
er, ENYWAS, lies waiting for the final 
conflict. 


7. Destroy all the dragons along the 
way and then drink a strength potion 
so that you will have the power to 
defeat ENYWAS and thus complete 
the game. 
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GOBLINS 
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That crazy goblin’s been and gone and left 


these tips in my underpants this time! Who 


knows where the playful little tyke will 


leave next month's concluding part. 


Inn 
Here the objective is to find the papri- 
ka and the captain's lost note. First take 
the spoon from the ground and put it 
on the stone you'll find by the door. Go 
through the crack in the wall and pick 
up a sugar lump from the table. Return 
through the mug and put Chump on 
the handle of the spoon. Place the 
sugar lump on the spoon and Chump 
will be catapulted onto the shelf. Pick 
up the sugar cube again and move 
Blount close to the captain's arm. Use 
Chump on the paprika which will make 
him sneeze. Place the meat under the 
cloud of paprika so it becomes spicy. 
Once back in the countryside put the 
coin in the den’s ear-hole to stop the 
dragon drinking from the river, and 
place the pitchfork in the den’s nostril. 
Put the spiced meat onto the pitchfork 
so that the dragon will eat it. After con- 
suming the meat he will (understand- 
ably) dash to the basin for a drink and 
regain his memory. From now on the 
dragon will be Blount’s trusty friend 
and follow him everywhere. Before you 
leave, don't forget to retrieve the coin 

from the ear-hole. 

Return to the inn and talk to the 
captain. You'll notice a customer 


at the back of the inn. Put Chump on 
his hand and give the sugar lump to the 
customer. Chump will be thrown into 
the air where he will grab a red leash. 
Use the plunger on Othello’s cage and 
attach the leash to the plunger. Climb 
up to Othello by clicking on the leash. 
Give him the coin and he will give you 
the key in return. 

The key fits the lock on the small 
door below the cage. Put the dragon on 
the open doorway and he will fetch you 
the lost note. Remove the key from the 
door and trade it with Othello who will 
give you the coin back. Give the note 
to the captain and he will throw a note 
at you. Pick it up and give the stone to 
Korin. Finally, look at the handle of her 
sword, 


Fort 


The objective of this section is to blow 
up the six parts of Fourbalus’ Tower. 
Wynnona has been moved to the top of 
a tower where she is fighting with 
Fourbalus. You need to make some 
sticks of dynamite. 

First take some gun powder from the 
powder keg and the fuses from the 
Orange animal. Pick up the stick from 


beneath the monk 
and hit the flint 
behind him. Ooya 
will appear from 
within the monk 
and speak to 
Wynnona. Pick up 
the piece of flint 
and use it on the 
Inca’s flute. The 
tubes can't be 
picked up but 
they'll be in the 
right place. 

Put the powder 
into the tube and 
add a fuse, then 
use the flint on 
the stone. Choose 
the location for 
the explosion (the 
beam and the brick) and use the flint 
on the sticky bark below Fourbalus. Use 
the stick on the conqueror’s helmet and 
use the helmet to collect the glue. 
Before lighting the dynamite, apply 
some glue to it. Put bird lime on the 
dynamite sticks to blow up the door 


. (part 2) 


and the wall. Talk to Inca who will ask 
for another flute. Use the flint on a 
small tub to make a pan-pipe and give 
it to Inca. When the Inca starts playing 
a condor will appear. Use Ooya on the 
condor who will recover his bag of 
magic spells. You'll find them next to 
Fourbalus. And remember, you'll also 
require big sticks of dynamite to blow 
up the last two barriers. 

Use a small piece of dynamite to 
blow up the rock. Put Ooya on the bam- 
boo to make it grow, producing dyna- 
mite sticks. When you run out of fuses 
use Ooya on the conqueror’s to make 
hair grow from the skull. Use the large 
sticks of dynamite to blow up the small 
basement window and the grate using 
the glue. Wynnona will get close to 
Fourbalus who will transform her into a 
butterfly. Return to the hostel so you 
can return to the town. 


Town 

Here you need to mix a concoction so 
that Blount can fly to the island of 
Foliandre because there are no ships to 


take him there. Put the umbrella in the 
hole in the nanny’s roof. Go and see the 
nanny who will give you a hot water 
bottle. Put it on the egg of the bou- 
cassier and enter the grocery store. The 
floriane flower will fall and you must 
pick it up before it goes in the gutter. 

Pick up the night stand while Fulbert 
recovers the soap and together with 
Fulbert push the button on the shelf 
which is in the foreground on the left. 
At this point the crocomouth bone 
comes down and the monster of the 
hatch makes it disappear. Jump in the 
hatch trap with the hammer and recov- 
er the bone of the crocomouth. 

Go into the laboratory and mix the 
elixir. This consists of laughing tears, 
soap and the ashes of a boucassier 
feather. You must follow this method: 
Distil the memorum in the still to get 
the laughing tears. Pour water into the 
bowl and add the soap. Turn on the fan 
using the coin and if you put the key 


MOESH* T WANT TO GIVE BACK 


THE MAZE THAT [I GOT FROM 


into the soapy water the bubble will go 
straight to the mixer. Put all three ingre- 
dients into the mixer and turn it on. 
Pour the concoction into a bottle. 


g ; 
Clouds 
Blount must bring Ooya back on the 
continent and set free Bizoo who is 


stuck on the ice. Pick up the knife and 
use the club on the fishing thread to 
make a fishing pole. Use the pole to pull 
the cloud over the giant and go and see 
Ooya. Colossus needs to take the tele- 
scope with the fishing rod. Once back 
into the clouds, push on the meteorol- 
Ogist’s air pump and when the balloon 
is in reach use Ooya to grab it. 
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wrocery store 

You need to recover the egg of the Boa- 
Boa, the soup and the spaghetti noo- 
dies to get through this section. Give 
the message from the captain and the 
coin to the shop keeper. Get the egg 
and the key from the shelf at the front 
and use the key on the moonstone 
lamp. Blount will be turned into a were- 
wolf. Pick up the cupboard and throw 
it, then climb onto the cornice and 
jump onto the cupboard. Your next 
jump is from the spring up to the shelf 
on the right. Use the hammer on the 
gidouille’s horn and after picking it up, 
use the hammer on the cabinet. 

Grab the bird call and use the ham- 
mer on the shop keeper to recover the 
coin. Take the spaghetti from behind 
the shop keeper and return to the town 
where you will ring the doorbell at the 
far left of the screen. Talk to the wiz- 
ard until a door is created which gains 
you entry to the lab. 


Laboratory 
The aim here is to hatch the egg of the 
Boa-Boa. Mix the croisixir to obtain 


TY 
FATHER. 


Fulbert and the vitixir to move around 
town. Note that the right hand moves 
the utensils and the left hand grabs the 
objects.There is no inventory and the 
objects have an exact spot on the 
screen. The old book contains three 
recipes: the croisixir, the vitixir and the 
memorum. The page containing the 
recipe for the elixir has (annoyingly) 
been ripped out. 

Put the egg on the hot water bottle 
which will cause it to hatch. To make 
the croisixir use the crushed eggshell, 
burned horn of a gidouille and some 
cooked spaghetti. Crush the eggshell in 
the pestle with the pounder and burn 
the horn in the ashtray using the 
lighter. Turn on the faucet and fill up 
the bowl beneath the spiggot as well 
as pouring water into the kettle. Put the 
spaghetti into the kettle and use the 
lighter to light it. Remove the cooked 
spaghetti and put the three ingredients 
into the mixer. Turn it on. Use the 
growth mixture on baby Flubert, the 
Boa-Boa. 


Town 
The objective is to recover the love let- 
ter, a sole, some Floriane and the feath- 
er of a Boucassier in love. Pour the 
croisixir on the plant next to the nanny 
to make it grow. To reach the sole, click 
on the lever to the far right of the 
screen and position Blount on the can- 
non-ball. Activate the lever using 
Flubert and make him climb the plant. 
To cross the gap between the roofs, 
position Flubert across the gap and 
walk him to the other side. Pick up the 
sole from the roof and bring Blount and 
Flubert back down by the fireplace 
chimney. Use the croisixir to grow a 
bud at the feet of the young woman. 
Make Flubert climb the stem and the 
young woman will drop the love letter. 
Pick it up and hold in front of the mir- 
ror. As if by magic you'll see the 
recipe of the ailixir. Make Flubert 
climb the stem again. 
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under the moon of love, (der der der der) 


let's sit right down and talk, (ba da da-da) 


under the moon of love — I wanna tell ya... 


(oh for God's sake shut up!) 
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1. Intro over, Foster finds himself standing on a high walk- 

way. Break off'the rung poking out of the wall to your left and use it to lever 
open the door to your right. After the animation, return inside, go down the 
stairs and enter the room to the right. Use the circuit board on the bits of junk. 
Once you've re-animated Joey have a chat to him. Step on the lift. An alarm 
will sound and Hobbins will appear to investigate. Quickly enter the room on 
the right, open the cupboard and take the spanner... 


2. Return to the lift room 
and examine the big trans- 
porter droid, then chat to 
Hobbins. Now get Joey to fix 
the droid. When the droid 
activates the lift, jump down 
the hole underneath. When 
Joey turns up, ask him to 
open the door. After the 
brief but gruesome anima- 
tion, search Reich's body 
and take his belongings — 


You've made a MISTAKE. 
I’m not OVERMANHT 


3. Go right, put the spanner in the 
machine's cogs then remove it. Go left, 
examine the droid and then use the 
spanner on it. Talk to Joey about a new 
shell, then go right. Try entering the 
storeroom, then ask Joey to check it 
out. When he returns, ask him to dis- 
able the fusebox (you can watch him 
at work through the window). Once 
he’s finished, enter the storeroom. Pick up the walkway and then the small piece 
of putty underneath. Talk to Joey and he'll tell you that it’s plastic explosive... 


j] 4. Leave the factory and enter the doorway 

to the far left of the ‘street’. This is the steam 
} room. Use the spanner on the buttons to 
loosen them, then ask Joey to press the but- 
ton on the right, and simultaneously press 
the button on the left. When the old geezer 
leaves, flip the switch on the left of the room. 
Remove the light bulb and replace it with the 
putty. Flip the switch again to reveal yet two 
more switches. Pull the one on the right. 
Leave and go to the lift. Use Reich’s card on 
the slot and enter. Going down... 


sets sfetcherlde 


5. Walk left and enter the doorway. Use Reich's card on the left slot to enter his 
apartment. Move the pillow and take the magazine underneath. Leave, walk right, 
back past the lift and enter Travelco. Chat to the bloke behind the desk about 


he won't need them any more! Leave and go up the stairs, then enter the sec- everything. Hand him the magazine and take the ticket. Leave and go and wait 
ond doorway on your right. You're now in the factory. Chat with Anita and, outside Reich's apartment. Lamb will eventually appear. When he mentions going 
when Lamb arrives, tell him you're Security... 


away, give him the ticket... 


7. Go down in the lift 
and pick up the cable. 
Return to the apart- 


ments and use Reich's ie .. . 4 
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leave. Walk to the far aa 
left of the ‘street’ and 

enter Burke’s_ Bio- 
Surgery. Chat with the 
hologram, then ask Joey 
to persuade the hologram to open the door. Enter and talk to Burke. Offer him 
your testicles and he'll give you the Schreibmann Port. Talk some more about all 
and sundry then leave... 


6. Make your way back to the factory. Talk to Lamb, who'll 
take you on a tour. Once he leaves you, go right and chat 
to Anita. When she asks for your ID, give her Reich’s. Talk 
to her about everything, especially the Schreibmann Port. 
Leave the factory and use Reich's card on the LINC terminal 
near the lift. Select 4, get past the copy protection, then 
select 2, 1, 1 again and then 2. Exit and wait for Lamb. Chat 
to him and he'll let you enter his apartment. Before you go, 
however, look at the red cable to the right of the screen 
and get Joey to cut it... 


8. Go right until you find Anchor Insurance. Examine the statue, then chat to the 
man about everything (as always). Ask about the special policy and tell them 
Burke sent you. When the man leaves, ask Joey to use his welder on the anchor, 
and pick it up when he’s finished. Leave and make your way up to the next level 
again... 
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9. Enter the doorway to the right of the steam room's 
entrance — you'll find yourself back where you started! 
Walk upstairs and go out onto the high ledge. Use the 
anchor with the cable, and then use your improvised grap- 
pling hook on the Security sign on the building opposite. 
Wheee!!! Go through the door to your right, and use Reich's 
card in the slot next to the interface. Sit in the interface and 
prepare to enter LINC-space... 
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10. Pick up the ball. Go right, use the OPEN program in your 
inventory with the carpetbag and take the two items. Use 
DECOMPRESS with the compressed data and DECRYPT with 
the document. Go right and use one of your PASSWORD pro- 
grams with the floor. Now go right again and put down 
another password. Then go left and pick up the password. 
Now go up, put down a password, go right, go down, pick 
up the password, go up, put down a password, go left, pick 
up the password, go up, go right, go down, go right, go 
down, put down a password, go up and up again, then final- 
ly exit the room. Collect the bust and the book, then decrypt 
your two new documents. Now DISCONNECT... 
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12. Wait outside the lift 
for a fat woman and her 
dog to appear — talk to 
her. Now go left and 
talk to the doorman. 
Find Mrs Piermont again 
and ask her to sponsor 
you. When she makes 
her call, put the video in 
the VCR. While the dog 
is distracted, look at the 
dog bowl, take the bis- 
cuits and then leave. Go 
through the exit to the 
bottom-left of the screen and examine the wooden double doors. Use Reich's 
card on the lock and walk through. Pick up the secateurs and leave... 
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13. Go right and up through the top- 
left exit. Use the biscuits on the plank 
and wait for Mrs Piermont and her 
pooch to turn up. When the dog starts 
barking, pull the rope. This will distract 
the guard long enough for you to 
enter the cathedral. Go through the 
middle exit and open all the lockers. 
Now leave and return to the top level 
via the lifts... 


11. Use Reich’s card with the LINC terminal and select 4. Enter the 
security number and select 1. Read all the documents and then select 
0. Now select 2 and then 2 again. You now have special authorisa- 
tion, so exit the system. Use Reich's card in the slot next to the lift and 
use the lift to go down to the Security Station. Leave as soon as you 
arrive and head for the other lift. Use it and then go left to the next 
lift, which you should — is this becoming a habit? — use... 


just for a second youy © ip 
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If that’s YOU, Rob,| 
listen CAREFULLY... 
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14. Enter the factory and go to where you last saw Anita 
alive. Put on the rad-suit from the middle locker and head 
right. Access the control panel, select 2 and then exit. Enter 
the reactor room and pick up Anita’s card — it's lying just 
to the right of the core. Leave and close the door using 
the control panel. Go left and change back into your trusty 
coat, then leave the factory... 
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15. Make your way back to the LINC-space interface via the Security Station's lift. Use Anita's card 
~ in the interface slot and sit in the chair. In LINC-space, go right and use the BLIND program with the 

& eyeball. Quickly go into the upper exit, then go up again and use the PLAYBACK program with the 
fat) well. Make your way back to the room where you entered LINC-space and use the BLIND program 
on the eye. Then go back to the well room, go through the top-right exit and pick up the tuning 
fork. Now disconnect and leave the Station building... 
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17. Make your way back to Burke's BioSurgery and 
give Burke the glass. Now return to St James’ Club. 
16. Go to the ground level and talk to the gardener out- Go to the door near the back of the room, use the 
side Mrs Piermont’'s house — he'll tell you that his name — metal plate and then enter. Use the metal bar on 
is Eduardo. Go left until you reach St James’ Club, which _ the packing crates, then move the wooden lid over 
you should enter. Talk to everyone then leave. Enter the — to the box. Get on the box and use the bar with 
doorway on the left to go to court, where you should — the grill. Now use the secateurs with the grill and 
defend Hobbins. Return to the club and activate the juke- — climb through into the narrow passage. Go right, 
box. When Colston, the club manager, gets up, quickly |§ and then go through the top-right exit. Go right 
go to his table and take his glass. Examine the metal again and then SAVE YOUR GAME! 

plate next to the door at the back of the club and 

then leave... 


BENEATH 


18. Do not walk past the hole in the wall 
until you've found the light-bulb sock- 
et, which is in the hand-rail to the left "Neokke banieaeds 
of the hole. Use the light bulb with it. CRUMBL 59 
Go right and SAVE YOUR GAME! , 
Continue going right, and quickly click 
on the bottom-right exit to run to safe- 
ty. Look above the vein on the wall to 
find some plaster. Use the metal bar on 
the plaster, and then on the brickwork 
underneath. Pick up the brick. Use the metal bar on the swelling in the vein, then 
use the brick on the bar. Grab the bar, and go through the door to your right 
as soon as it opens... 
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: 19. Look through the grill, then head through the middle exit. Again, SAVE 
Get illawhile goulcan, YOUR GAME! Access the control panel, select 2 to reduce the temperature, 
Robt * 4 «| then exit. Climb onto the iris and tug at the bar hanging from the ceiling, then 
| get off the iris straight away. Go left, then right and right again. Put Joey's 
circuit board into the medical droid, then tell Joey to check out the tank room. 
When he returns, grill him for information. Tell Joey to go and open the tap 
in the nutrient room, and wait for him to return. Then, go through the top-left 
exit... 


20. In the tank room, head through the top-right exit, and then 
the top-right exit in the next room. Use Reich’s card with the ter- 
minal and select 2, then 1, then exit. Go left. After the animation, 
get Joey’s circuit board from the droid, then take the ID card from 
Gallagher's corpse. Go through the top-right doorway, use 
Gallagher's card in the interface slot and access LINC-space... 
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21. Go right and use the BLIND program on the eye, then go up. Now use the 
DIVINE WRATH program on the crusader and then disconnect. Now use Anita's 
card on the interface and access LINC-space again. Go right, blind the eye, go 
up and then right. Use the OSCILLATOR program on the crystal and pick up the 
helix, then disconnect... 


22. Go left, then go through the bot- 
tom-right door. Use Anita's card with 
the console. Pick up the tongs to the 
right of the glass tank, and use them 
with the glass tank. Use the tongs with 
the huge tank to freeze the tissue. Go 
right. Open the cabinet to the right of 
the middle android, and put Joey's 
board inside. Access the console and 
select 2, then 0, then 3. Chat with Joey, 
then retrieve his board... 
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23. Go right. Ask Joey to place his hand 
on the lock sensor, and simultaneous- 
ly place your hand on the other sensor. 
Go right, and then right again. Use the 
cable with the pipe support, then climb 
down the rungs. Use the tongs with 
the orifice, then SAVE YOUR GAME! 
Use the cable to swing into the room. 
After the animation, quickly tell Joey to 
sit in the chair. Now sit back, relax, 
watch the rest of the story unfold. 
And remember — BE VIGILANT! 
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SNIP TIPS 


As always, thanks to everyone who has taken the time to send me these tips, and thanks 


to those that haven't (we're being nice this issue, you see). Anyway, should you find any 


interesting cheats or level codes, get them in to me and you could win yourself a software 
prize — Ooo! Address your 'stuff' to: Mr Tips, THE ONE, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 


STAR TREK: 25th 
ANNIVERSARY 


interplay 

Because of Sir William Lee of Leeds, 
Captain James T Kirk and his happy ele- 
phants can now always win in the 
arcade sections by pressing ‘D’ on the 
keyboard after firing weapons to access 
the damage control. Although the 
game pauses during this time, the 
weapons will still recharge. 


BRIAN THE LION 
Psygnosis 

Mr Paul Davies has sent in some level 
codes for this lovely little platform 
romper, so get going, and don’t forget 
to use upper and lower case when 
entering the codes. Paul also advises 
that you buy a super-jump just before 
meeting guardians as this means you 
can jump on their head straight away. 
And who are we to argue? 


sXr7vgqaGP THE SPOOKY RUINS 
sXqkKgqaGd THE WAY FORWARD 
(Shoot-'em-up) 

sXqkKgqaGl GRAVEYARD 
RF20QpCqVx VOLCANO 
EEEK! 
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JURASSIC PARK 
ASO0O 

Ocean 

We've had quite a few request for the 


A500/A600 version level codes, and 
thanks to Darren Thompson from 


Waterlooville, here they are. 
8EB75C3D Triceratops 
DESFB8C5 Velociraptor 
EEE7740D Stegosaur 
AEA7542D Dilopesaur 


BEB75C25 Brachiosaur 
BEA7542D Dilaphosaur 
CES5FBOC5 Visitor Centre 
FE6FA8DD Maintainance Shed 
EE7FAODS Tunnels 
9E074035 Underground tunnels 
CLOCKWISER 
Rasputin 


Thanks to the probably quite lovely 
Debbie Cann from Essex for the codes 
to all sixteen levels of the superb demo 
we gave away last month. 

PASSWORD 

. DREBIEBU 

. SNOTNEUS 

. DAFFODIL 

. VREETZAK 

. HAYAHAYA 

. FOLLINST 

. OORSMEER 

. SNEEKAAS 

10. BIERBUIK 

11. DRUIPGAT 

12. BIEPDROF 

13. DEBIELEN 

14. GIERSNOL 

15. MAASWAAL 

16. BOZEHOND 


HIRED GUNS 
Psygnosis 

According to John-Paul Shutt and 
Shaun Thomas from Bilston, typing in 
AMIGA while playing the game should 
give you both infinite energy and infi- 
nite ammo. Super or what? 


DEFENDER OF 
THE CROWN 


Cinemaware 
Hold down L while the game is loading 
for tons of knights and soldiers. 


PREMIER 
MANAGER 


Gremlin 

Mr Smithell has some telephone num- 
bers to play with; 781560 to increase 
player stats, and 896610 to always win. 


STARDUST 
Bloodhouse 

Yet another code for your pleasures, 
but this one takes you to the last level 
and gives you 10 lives and absolutely 
tons of weapons: EJTVWYSUANPK 


POPULOUS 2 

Bullfrog 

An oldie, | know, but worth a mention 
nonetheless. Peter Uratis has phoned in 
with this rather handy code which 
lights up all six of your boxes. Just type 
it in when you come to create your 
character. And the code is: 
ADKITDMEVQDPXWTM 


FRUIT SALAD 

PD Libraries 

This was a fairly decent old PD lad, and 
thanks to Heather Stancliffe from 
Cleveland, here are some codes for it. 
Level 5 ERIC.M 

Level 10 STEVEK 

Level 15 MIKE.M 


FURY OF THE 
FURRIES CD32 


Mindscape 

Tim Daley from Merseyside wins him- 
self a bit of CD software for this little 
cheat for the brilliant Mindscape puz- 
zler. When the title screen comes up 
(with all four Furries on) hold down the 
blue, yellow and green buttons, and 
spin your finger anti-clockwise around 
the controller seven times (starting at 
‘twelve o'clock’). After this, a map 
screen will come on with a red cross- 
hair in the middle. just move this onto 


the level you want to play and press 
the red button. 


ZOOL 2 

Gremlin 

Ta very much to Robert Davis from 
Staines for these level codes. They need 
to be typed in over the title screen 
when Zool has been drawn and ‘Press 
fire for options’ is flashing. 


CREMOLA 10 Lives 
VISION 20 Lives 
TOUGH GUY Invincibility 
OLDENEMY Unlimited time 
ALCENTO 99 Items collected 
KICKASS Unlimited smart bombs 


BUMBLEBEE Skip stages (press Return 
to skip) 


CHAMPIONSHIP 


MANAGER ITALIA 
Intelek 

Greig Brown from Scotland has a sort 
of cheat for this footy management 
game which allows you to buy top 
players for nil cashola. Start the game 
as a two-player game and select a 
decent club (i.e. Juventus) for your sec- 
ond manager. Now sell top lads such 
as Baggio to your real first player man- 
ager for a silly price. Once you've got 
all the players you want, simply resign 
the second player and carry on as nor- 
mal with your advantaged team. This 
cheat also works with other versions of 
Championship Manager. 


PREMIER 
MANAGER 2 


Gremlin 

I'd like to ‘thank’ Matthew J Bennett 
from West Bromwich for what he 
refers to as his ‘Handy Hint’. Basically, 
before every game, save the game. 
Then, if you loose, you can load up the 
game from before the match and keep 
playing it until you win. Brilliant. Apart 
from the fact that it's very sad and a 
very long-winded way of playing a 
game that would otherwise be fun. 
‘Handy Hint’? ‘Shandy Shint’ more like. 


GAMES 
SURGERY 


Matt The Medic has a bit of a confession to 


make. Come on, spit it out. “Well, er, read- 


ers, you see the other night my Mac explod- 


ed and took all my work with it. | managed 


to remember most of the questions you 


asked, but I'd forgotten a few of your 


names. Oh, and where you came from as 


well. So anyway, | had to make up a few 


names. And addresses. And stuff. Soz ."" 


Hmm... very likely 


Dear Matt, 

| realise that this is a bit of a silly ques- 

tion, I'm having trouble taking off 

from planets in the excellent Frontier. 

| also don't seem to be able to use my 

hyperdrive. What am | doing wrong? 
JR 


Hello J.R. Yes, I'd probably remain 
anon if | was asking stupid ques- 
tions like this as well! Well, if you’re 
on the surface of a planet, all you 
have to do is click over the ‘Take off’ 
icon (the one that looks like a ship 
taking off, funnily enough) and 
away you'll go. If there’s a red cross 
over the icon, this means that you 
haven't been given clearance, in 
which case you should phone the 
police (using the ‘phone’ icon — 
which looks like a phone, funnily 
enough. Again). Once you've taken 
off, angle your craft's nose away 
from the planet and accelerate. It's 
worth chucking the old fast for- 
ward on for a second here just to 
get you out of the planet's gravita- 
tional pull, but once you're far 
enough away, the hyperdrive icon 
should appear. If it doesn’t, it's 
probably because you haven't 
selected a valid destination on your 
galaxy map (i.e. too far for your 
drive, or too far for your fuel). 


Dear Matt, 

| recently purchased Flashback (and 
what a fantastic game it is too) but 
unfortunately | am absolutely dumb- 
struck. Can you please help me on 


level 2, mission four. You have to stop 
the computer terminal exploding but 
| can only get to the lift shaft. No mat- 
ter what! do, 1! just cannot get down 
without dying. Can you tell me how 
to do this? 
Wal Clifford 
Birmingham, 
P.S. Could you possibly tell me the 
level codes as well? 


| will tell you the codes, but only if 
you promise me faithfully and on 
your hamster's life, not to cheat 
until you've had a jolly good go at 
solving the game properly. Okay, 
that’s a deal then — here they are. 
First the easy level codes: Back, 
Loup, Cine, Good, Spiz, Bios, Hall. 
Next, the medium skill level: Play, 
Toit, Zapp, Lynx, Scsi, Gury, Pont. 
And finally the hard level: Clap, 
Cara, Cale, Font, Hash, Fibe, Fips. 
With regard to your lift shaft prob- 
lem, you need to climb onto the 
platform above the shaft (by run- 
ning from the screen before using 
the ‘hold down fire auto-jump’ 
move. When you stand up, you'll 
trigger a sensor that will send for 
the lift. The other option is to jump 
across and lob the stone at the sen- 
sor (top left). 


Dear Matt The Medic, 
Please can you help me with Premier. 
| can’t get past the the first end of 
level boss, and would appreciate any 
help you can offer. 
A. Reader 
Outthereshire 


MATT'S SHOW-OFF SHELF 


MEDICATION REQUIRED 


FREE PRESCRIPTIONS 


Er, | don’t actually know how to get 
past the particular boss you men- 
tion but | can offer you a tip matey. 


SPARKPLUGS for cheats 


Type 
galore. 


Dear Matt, 
Please can you help me because I’m 
well and truly stuck on Beneath a 
Stee! Sky. | can’t get down to the 
lower level at the very beginning even 
though I’ve managed to get Joey 
working again. What should | do? 
Anthony Canavan 
P.S. ls your name Matthew? 


Er, yes. ls yours Caravan? Anyway, 
what you need to do is to get Joey 
to repair the loading droid who will 
then trundle away to collect a pack- 
age. When the droid returns, it'll 
drop the package onto the lift 
which will then descend into the 
murky depths below. At this point 


you need to click over the open 
hole with the right mouse button 
and Foster should be on his way. 


THE SURGERY 
iS NOW CLOSED 
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FEATUR 


For the second month running, the Sensi 

World of Soccer diary is looking distinctly 
empty, as the programmers really “get to 
grips with the code,” or something. Andy 


Nuttall tries his best to 
something, at least. 


his month’s Sensible World 

: of Soccer isn't brought to you 

from Sensible Software's 

Essex HQ. Neither was it penned in 

the Central London offices of The 

One. No, dear reader, as | write this 

the time is 8:30 at night, and |, sit- 

ting at home, am eagerly waiting for 

a phone call from Sensible Sergeant 
Jon ‘Jops’ Hare. 

Apparently things have ‘hap- 
pened’ since last month's episode, 
and developments are motoring 
ahead with such speed that they 
don't want to pull Chris ‘Chappers’ 
Chapman away from the game. Not 
even for an interview, apparently. 
Anyway, Jops reckons we can do it 
over the phone, but somehow | 
don't quite believe him.. 

When he eventually rings, at 
about 9:00, he’s got cold feet. Not, 
as you may be thinking, because he 
doesn’t want to be interviewed, but 
because he’s just trod in a puddle of 
dishwater. “My dishwasher keeps 
leaking,” he wails, “and | just trod in 
a load of dirty water on the kitchen 
floor.” Jon doesn’t like washing-up; 
in fact, he doesn’t like washing any- 
thing. He cooks, he looks after the 
kids, he tidies up — he'll do any- 
thing, it seems, as long as it doesn't 
involve cleaning. 

Right, now we’ve broken the ice, 
so to speak, we can get on with the 
nitty- 
gritty of 
en, ae 
month's Sen- 
sible World of 
Soccer (SWOS) 
work. “We've gone 
backwards and for- 
wards with SWOS 
this last month,” 
says Jon, “just 
doing little irri- 
tating things to 
the code.” Oh, 

yes, | see. So 

then, in other “@ 
words, you've * 


cobble together 


swanned-off somewhere and put 
your feet up, leaving our poor read- 
ers with nothing new to, er, read, 
eh? “No, no — we have done some- 
thing,” he insists, and then spends a 
moment thinking about it. “Ah, 
we've put The Season option in,” he 
says, triumphantly. “You see, there 
are two main sections to SWOS. The 
Career option is a one-player game 
only, whereas The Season mode can 
handle up to 64 teams.” 

“With The Career option you can 
play up to 20 seasons,” Jon contin- 
ues enthusiastically, “with you act- 
ing as the manager. We've tried to 
put every professional team in the 
world in, using all the countries’ 
individual leagues and statistics. You 
start off as manager of one of those 
teams but you can come in at a 
higher division if you wish. So, you 
could start off as Darlington in the 

lower division if you want, 
and play through all 
20 seasons. But if 
you want to man- 
age Manchester 
United, or Liver- 
pool, you'll 
have, a far, far 
shorter career — 
& seasons or so 
instead of 20. 
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“If you take Bobby Robson's 
career as an example,” says Jon, “he 
began with Darlington, | think, and 
then he went on to Ipswich in the 
mid-Seventies. There he won the FA 
Cup and the UEFA cup, and finished 
second in the top league. He had 
about six good years there, then he 
managed England for eight years, 
then PSV Eindhoven, and then FC 
Porto. If you add up all the honours 
in his career, he hasn’t won that 
much — but he’s done an awful 
lot. You’re going to be able to do 
all that in SWOS.” | think what 

Jon‘s trying to say, in his own 
inimitable twisty-turny round- 


| VIEW COMPETITION 


about fashion, is that you can’t join 
the game straight at the top. If you 
begin at the bottom and work up 
you'll live a comparatively rich and 
fulfiled management life. 

But won't it bugger up the game 
if you're really good at Sensible Soc- 
cer? “No,” Jon insists, “because 
whether you’re the manager of Eng- 
land, or of Swaziland, you've still 
got to go into competitions like the 
World Cup, and beat all the oppo- 
nents to win. 

“In contrast, with The Season 
mode you type your name in and 
then play an entire season. You play 
in all the domestic competitions, 
and Europe, and you can still trans- 
fer players. You can either play the 
entire season out controlling one 
team, and the computer will control 
all the other 63, or you can get up to 
64 people all playing out a season 
together (although you'd need a lot 
of friends, obviously) .” 


The Career mode, it seems, is fair- 
ly stats-based. While you're playing 
you can get loads of statistics, such 
as the top 15 scorers in the competi- 
tion and the form for each player. 
While the stats are undoubtedly use- 
ful, Jon is at pains to point out that 
they don’t take over the game. “All 
the tactics and strategies have a lot 
of bearing on the game,” he says, 
“but the most fundamental point is 
this: each player has his own person- 
al skills; for heading, shooting, pass- 
ing etc. Like in Sensi, the better play- 
ers will run faster and shoot more 
accurately, but success won't neces- 
sarily come from a strong team; you 
need to be good at the actual game 
as well.” 


played Bella Russia against Rio de la 
Sandes, and we just sat there and 
watched them play each other. Rio 
won 2-1, of course, so it’s just like 
Sensible Soccer, except that you 
have got all the extra depth if you 
want it.” 

What about money, then? That's 
always a bone of contention in footy 
management games — they either 
give you too much, or it’s too fiddly 
to earn it. “We're considering having 
a weekly budget for the manager,” 
says Jon, “rather than having a lump 
sum to start off. The weekly 
allowance would be calculated main- 
ly from gate receipts, and so the bet- 
ter you play, the more money you 
get to spend on new players. 


“We're trying to make it so that 
the playing bit is the main part, but 
for the person who wants the depth 
it’s all there. | think we've got the 
balance right, because there's a hell 
of a lot of technicalities in there if 
you want them. For instance, we 
were sitting there today and we 


“With money, we’re never going 
to go into petty details. Tactically, 
you can change your team around, 
but your job is more of a coach than 
a manager. We feel that the way you 
play is roughly reflected in the gate 
receipts, but basically the finance is 
buying and selling players. | don’t 


FEATURE 


think that this game suits anything 
more than that.” 

Those of you who are less-than- 
interested in the management 
aspects of SWOS will like this bit. 
Recently The One was treated to an 
early look at SWOS, when Renegade 
came down for an afternoon. Sadly, 
| was convinced that the gameplay 
in SWOS is actually better than with 
Sensi Soccer 1.1. However, this 
apparently isn’t the case: “You're 
imagining things,” Jon explains, 
with a sympathetic tone. “We 
haven't put anything extra in yet, 
except for a couple of Mega Drive 
routines. But even they wouldn't 
affect the gameplay, really.” 

This is really annoying, because | 
was absolutely convinced that the 


pliment? Still, at least it looks as 
though Liverpool will finish higher 
in the Premier league than Norwich 
(Jon's favourite team) come the end 
of the season, so I'll be laughing 
heartily then. 

So anyway, The Season mode's 
been implemented, some pictures 
of which you'll find around this 
page. Has there been anything else 
worth chatting about? “Certainly — 
me and Chris flew over to LA to talk 
to Virgin in the States,” Jon reveals, 
“which was quite a nice little trip.” 
Yes, I'll bet it bloody was. “We went 
to Disneyland, and the show at the 
end was spectacular — they set fire 
to the water and everything. Space 
Mountain, a kind of roller coaster in 
space, was very good. It was fairly 
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goalies were better, the ball stuck to 
my foot more, and generally the 
whole feel was improved. “No, it’s 
all in your mind, I'm afraid,” sympa- 
thised Jon, and then cruelly added: 
“You must be a bit of a spaz.” 
Hmmm, | wonder if that was a com- 
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tame, because it’s designed for kids. 
That’s good for me, though, 
because | don’t really like the nasty 
ones!” 


*Next Month there really will be 
something interesting. Honest. 


hanks. The atmosphere down 
y here is certainly very tense as 
the competition enters its 
second month. There’s only one 
piece of news before we continue: 
Kurt Cobain (formerly lead singer of 
Nirvana. And alive) is on loan from 
The Musician's Union to The Dead XI. 
Experts expect the move to become 
permanent after a few matches. 
Anyway, It's now time to hand over 
to some bloke who sounds suspi- 
ciously like Mr Kipling for the full 
classified results...” 


THE CLASSIFIED 
RESULTS 


GAME 6 

Gotham Park Rangers vs. 

Musician’s Union 

The two The One representatives 
started off enthusiastically with both 
men forcing players forward, desper- 
ately looking for an early lead. The 
dream partnership of Batman and 
Commissioner Gordon used their ini- 
tiative by shouting threats at Matt's 
back four in a sad attempt to distract 
them. Reassuringly, this tactic failed 
spectacularly as Sting blasted home 
two goals in the space of a minute to 
leave bespectacled Simon feeling 
dazed. However, a grilling at half-time 
fired up the Rangers and with a lot of 
luck and a little skill Simon managed 
to sneak a victory. 

Result: 3-2 

Scorers: Sting (0-1), Sting (0-2), Bat- 
man (1-2), Batman (2-2), Commission- 
er Gordon (3-2). 


GAME 7 

Liverpool CJC vs. Famous Addicts 

Oh dear. The first goal-less draw — 
something you wouldn't expect from 
two Sensible Software representa- 
tives. Er, not much else to say, really, 
because all the spectators fell 
asleep. 

Result: 0-0 

Scorers: None, obviously. 
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kick looked set to prove disastrous for 
Dominik. Tom Watson hoofed the ball 
into the area and in the resulting con- 
fusion one Catholic Family player 
deflected the ball into his own net. 
This only served to further annoy the 
Radio Star who once again called 
upon JFK's unrivalled manoeuvrabili- 
ty to save the day, even if he is quite 
dead. Two goals later, Dominik was 
victorious. 

Result: 2-0 

Scorers: Own Goal (0-1). JFK (1-1), JFK (2-1). 
Cautions: Vito Corleone (yellow card). 


GAME 9 

We Luv U InglI'nd vs. We Only Sing 
With Jon residing in second place 
after one game, he needed a fairly 
comprehensive victory to stamp his 
authority on the League. And 
unfortunately for Andy, 
that’s exactly what he 

did. Jon's _ strikers 
scored a goal each and 

the Soup Drag- 

on’‘s goal in 
the final 

moments 

was never 

anything 

more than 

a consolation. 

Result: 3-1 

Scorers: Sharpe (1-0), 

Hirst (2-0), Wise (3-0), Soup 
Dragon (3-1). 


GAME 10 

Dead XI vs. 

Musician’s Union 

At the risk of sounding pessimistic, it seems 
that Old Harry is developing a rather 
embarrassing talent for letting in 
goals. No sooner had the whistle been 
blown to mark the start of his second 
match, Matt’s Peter Gabriel blasted 
home a stunning volley which herald- 
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ed the opening of those proverbial 
floodgates. Sting followed up with a 
well-worked effort before setting up 
a nice one-two with Bjérk a few sec- 
onds later. Sting hammered home his 
second shortly after half-time before 
Harry decided not to bother attempt- 
ing to avert the inevitable by scoring 
a fantastic goal of the ‘own’ variety. 
Result: 0-5 

Scorers: Gabriel (0-1), Sting (0-2) , 
Bjork (0-3), Sting (0-4), 

Own Goal (0-5). Sitting Bull suspended. 


GAME 11 

Liverpool CJC vs. The Red Machine 
A dull and goal-less first half was fol- 
lowed by an explosive 45 minutes in 
which a total of five goals were 
scored. McManaman was the first to 
hit the back of the net, fol- 
lowed by a fine penalty by 
Hunt. Chris tried to play 
for a draw but Rik scored 


ing... well, a 

tad bemused. 

Result: 1-4 
Scorers: McMana- 
man (1-0), Hunt (1-1), 
Hunt (1-2), Dalglish (1-3), Hunt 
(1-4) 
Caution: Lawrenson (yellow card) 


GAME 12 

Gotham Park Rangers vs. Chelsea 
Batman opened the scoring for 
Simon’s boys but his lead was can- 
celled out by burly Burley within a 
few seconds. The pattern repeated 
itself once again as first Commission- 
er Gordon and then Peacock ham- 
mered home shots from well outside 
the box, keeping both sides level until 
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the very end of the match when Com- 
missioner Gordon ruined things by 
scoring for the infuriatingly smug Git- 
features Byron. 

Result: 3-2 

Scorers: Batman (1-0), Burley (1-1), 
Gordon (2-1), Peacock (2-2), 

Gordon (3-2). 


GAME 13 

We Luv U IngI'nd vs. Famous Addicts 
Both players went hell for leather dur- 
ing the first half. Free kick followed 
free kick as Jon and Jools hacked each 
other to pieces. Jools broke the dead- 
lock with a lob into the box which 
was deflected into the back of the net 
by his namesake's head. Jon managed 
to pull one back but it was Jools who 
scored the winner with just seconds 
to spare. 

Result: 1-2 

Scorers: Jools (0-1), Hirst (1-1), Jools (1-2) 


GAME 14 

Catholic Family vs. Dead XI 

Harry was confident he could avoid a 
five-nil defeat once again. But unfor- 
tunately he couldn’‘t and this match 
was almost identical to his encounter 
with Matt — right down to the final 
own goal! It was this result which put 
Dominik at the top of the league after 
three games. 

Result: 5-0 

Scorers: Conlon (1-0), JFK (2-0), JFK (3- 
0), Nicholas (4-0), Own Goal (5-0). 
Sitting Bull still Suspended 


GAME 15 

The Red Machine vs. We Only Sing 
The last game was played by Rik and 
Andy, with the gloomy Dep Ed. pick- 
ing up the spoils for the first time. Rik 
was the first to score but Bungle 
played out of his paws to keep the 
ball in play and slide it past the keep- 
er and the post. Soup Dragon main- 
tained the pressure, scoring twice but 
the victory was marred by Parsley the 
Lion’s dismissal. 

Result: 1-3 

Scorers: Dalglish (1-0), Bungle (1-1), 
Soup Dragon (1-2), Soup Dragon (1-3). 
Cautions: Parsley the Lion (yellow 
card), Parsley the Lion (red card). 
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THE LEAGUE AFTER 5 GAMES 


Win = 2 points, Draw = 1 point. 


Moomin Troll 
Simon Le Bon 
Saint Peter 

Nigel Martyn 
Jim Morrisson 
Dmitri Kharine 
Bruce Grobbelar 
Pope John Paul Il 
Ray Clemence 


The Batmobile 
Cat Woman 
The Joker 

The Riddler 
Sooty 
Bagpuss 


Crystal Tipps 
Bod 


Mark King 

Paul McCartney 
John Lennon 
Howard Jones 
Attila the Hun 
Hadrian 

Richard the Lionheart 
Henry V 

David Bardsley 
Gary Charles 
Martin Keown 
Andy Sinton 
Keith Richards 
Ubik 

Boy George 
Jimi Hendrix 
Steve Clark 
Erland Johnson 
Jakob Kjeldberg 
Frank Sinclair 
Alan Hanson 
Mark Lawrenson 
Steve Staunton 
Rob Jones 
Michael Corleone 
Tom Hagen 
Vito Corleone 
Sonny Corleone 
Phil Thompson 
Steve Nichol 
Tommy Smith 
Phil Neal 
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Parsley The Lion 
Eddie Van Halen 
George Michael 
David Bowie 
Rameses Il 
Sitting Bull 
Capt. Mainwaring 
Scooby Doo 
Denis Wise 

Geoff Thomas 
Elizabeth Taylor 
River Pheonix 
Bob Marley 

Eddie Newton 
Glenn Hoddle 
Dennis Wise 

John Barnes 

Jan Molby 

Ray Houghton 
Gerard Conlon 
Wolfe Tone 
Torquemada 

Ron Yates 

Steve Heighway 
Graham Souness 


The Scarecrow 
Comm. Gordon 
Batman 

Mr Ben 

Soup Dragon 
Torchy (TBB) 
Peter Gabriel 
Bjork 

Sting 

Icarus 

Ned Ludd 

W.A. Mozart 
David Hirst 

Lee Sharpe 
Nigel Clough 
Sid Vicious 
Jools 

Jamie Blandford 
Gavin Peacock 
Mark Stein 
Craig Burley 
Peter Beardsley 
lan Rush 

Steve McManaman 


Charlie Nicholas 


HIGH OCTANE 


Blimey! Phwoar! Gosh! And many 
other exclamations! Yes, those of 
you more familiar with PD Zone may 
have already guessed that I'm about 
to go on about a PD game using 
such phrases as ‘little darling’ and 
‘this really shows what you can do 
when blah, blah, blah.’ Well I'm not 
going to disappoint you because 
High Octane really is quite excellent. 

Put simply, it’s an overhead- 
viewed racing game for one or two 
players. You can play against a CPU 
driver or a friend, and even watch 
two CPU drivers race against each 
other. You control the cars by accel- 
erating and rotating the car, and 
drop missiles and mines by holding 
fire with either up, or down. 

You get three tracks to choose 
from, all of which are fairly large 
and crammed full of nasty speed- 
sapping obstacles. Broken glass, 
road blocks, huge cracks in the road, 
and Steve lles' hair are just a few of 
the things likely to get in your way 
as you speed around the split-screen 
courses. 

The CPU opponents are quite rea- 
sonable, because they are quite 
often as crap as you are, but gener- 
ally they'll thrash the pants off you 
until you get used to the layout of 
the track. The CPU also never uses 
weapons, but this isn’t as much of 
an advantage as it seems, as you 
generally only ever see him at the 
start of each race before he sods off 
at high speed! 

The game is much more reward- 
ing as a two-player game, and real- 
ly gets quite nasty once you've both 
collected the extra weapons that 
appear around the course. There are 
also a number of ‘gas stations’ dot- 
ted around which repair any dam- 
age you car has suffered. 

I've already mentioned that the 
screen is split, but | haven't men- 
tioned the info panel have |? No, 
didn’t think so. Anyway, the bottom 
of the screen is divided into a num- 

ber of panels, each full of jolly 

helpful info such as the cars’ sta- 
tus, fuel level and number of 


missiles and mines left. There’s also 
a map of the entire track complete 
with moving markers, not to men- 
tion text messages informing you of 
icons collected and general race 
information as you go. 

The intro to High Octane also 
deserves a mention just because it’s 
bloody brilliant (all about this bloke 
that gets kidnapped by an Abbey 
Nat cash machine or something) and 
the graphics, sound and overall pre- 
sentation are just as excellent. 

With three tracks to choose from, 
you'll never get so good at the that 
you know exactly what's round the 
next corner. Couple that with the 
fact that you've got weapons and 
you can see why I’m hard pushed to 
criticise this game in any way! 

With little darlings like this, who 
needs Overdrive and Turbo Trax? 
Not me, mate, this’ll do for me. Let’s 
Rock. “Come on Nuttall (or Natalie 
as my spell checker rather amusing- 
ly likes to call you), get your motor 
running you git!” 
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RELICS OF 
DELDRONEYE 
(A 1200) 


YIKES! This is good! If you’re one of 
those people (©1960 Dennis Nordern) 
who loves a good old point-‘n’-click 
adventure but gets sick of the huge 
gaps between Amiga products, then 
fret no more. Though most people are 
fairly satisfied at the moment thanks 
to the likes of Simon The Sorceror, 


Beneath A Steel Sky, and Kings Quest 
vi, here comes a low-priced PD game 
that in my opinion gives just as good 
value for money as any ‘big boy’ game. 

There is a plot, and though | promise 
not to bore you silly, I'll just give you 
a little taster. There’s this place called 
Deldroneye where everything is really 
great and lovely. Unfortunately, so 
great and lovely is, er, everything, that 
technology takes over and goes 
bananas, leading to a huge war and the 
end of civilisation. 

Right, now chuck the time machine 
controls forward a few thousand years 
to find a new generation of Deldronites 
trying to learn from their ancestors’ 
mistakes, and all being jolly nice to 
each other in the process. 

in honesty, none of this is ever real- 
ly that relevant to your game, and all 
you need to know is that you're a 
young lad called Falcon who's just 
recently been hit over the head and 
now finds himself in a prison. It's now 
time for some traditional point-‘n’-click 
japery as you try to find your way out 
to glory, assisted by the many charac- 
ters that you'll meet on your way. 

The interface is standard stuff, with 
you pairing verbs and items/characters, 
and then sitting back as animations 
show you each outcome. The invento- 
ry system works well, and a new fea- 
ture is a sort of ‘conversation recall’ 
where you can look back at any chats 
you've had and call for name reminders 
and key points of the conversation. 
Very nice idea, | thought. 

For most of the game you just watch 
people talk, but at certain points you 
step in and make decisions on your 
character's behalf. This is done by 
selecting one of three icons; positive, 
neutral or negative. This again is a new 
way of doing things and sets Relics of 
Deldroneye apart. 

What else can | say? The puzzles are 
well thought out, the animations are 
speedy, and the presentation is superb 
(this has, incidentally, been written in 
AmosPro!). Top stuff. Buyyyyy it! 
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TOUCH ‘N’ GO 


| generally run a mile from puzzle 
games. This isn’t because | dislike 
them, it’s just that after a while they 
start repeating themselves (if | had a 
pound for every Tetris or Reversi 
clone I've seen...) Anyway, I’ve picked 
out this game because even though 
it's nothing new, it’s been put 
together so well that | wanted to let 
you know about it (although if 
you've played the demo then you 
already will). 

Touch ‘n’ Go isn't a new type of 
shampoo and conditioner in one, but 
is in fact a sort of One Step 
Beyond/Blob hybrid. You're a little 
blob thing (see — told you) who 
must travel over a pattern of tiles 
which dissolve a few seconds after 
contact. You need to get rid of all the 
tiles on each level, and end up ona 
specific exit tile. This is all done 
against the clock so you need to 
think quickly or you'll find yourself 
either following tiles as they tumble 
into infinity, or else you'll end up 
marooned, with nowhere to go. 

Everything's quite simple to begin 
with — you just need to find a route 
that takes you over all the visible tiles 
— but as the levels progress ‘special 
tiles’ start to appear. 

At first these ‘specials’ are simple 
colour-coded time-delay tiles (they'll 
drop three or four seconds after 
being touched) allowing you to use 
them a few times as stepping stones. 
Later they include such puzzle regu- 
lars as teleport pads to ‘tile islands’, 
while others will push you in certain 


directions, blow you away, make you 
slip, etc. etc. You'll also find entire 
levels where your controls are 
reversed — nasty! 

Touch ‘N’ Go features an excellent 
number of levels and layouts (which, 
incidentally, you get to see as a bird's 
eye map at the beginning — without 
the fish fingers, obviously) and also 
comes complete with some beautiful 
graphics and pleasing backgrounds. 
The game reminds me more of One 
Step Beyond than anything else, and 
is certainly for those games players 
who like to have their logic tickled 
every now and then. 

I'm sure that this won't be every- 
one’s cup of tea, but as far as puz- 
zle games go, this has everything you 
could want. And then some. 
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SPLOGGY 


Yes | know it’s a ‘cute’ game. Yes | 
know it’s a game where you have to 
run and jump around platforms. The 
thing is, it’s fan-tastic fun! 

Good old J R Evans (author of tons 
of other brilliant PD games such as Bee- 
tle, Pyramid and Blaster) has once 
again managed to produce a compe- 
tent, intelligent, and damned playable 
game that knocks spots off a fair num- 
ber of full-priced games, let alone other 
PD stuff. (When will someone give this 
talented chap a job?!) 

Sploggy has a storyline (the normal 
stuff — you know, happy sploggy fam- 
ilies, planets in danger etc.) but that’s 
not really important because all the 


plot you need to know is that you're a 
lovely little blob who has to bomb 
around tons of levels filled with plat- 
forms, collecting as many balloons and 
coins as possible. 


Control of your Splog is fairly sim- 
ple; just direct with the joystick, jump 
to, er, jump, and fire to, well... you 
know. A number of balloons contain 
special power-ups which award such 
extra actions as speed, a magnetic 
head (?) and frenzy (where you just 
sort of spontaneously combust and 
shoot tons of bullets everywhere). 

A number of weird and wonderful 
creatures roam around and generally 
do their best to get in your way, but 
most can be dispatched with a couple 
of well aimed bombs, leaving behind 
an extra lovely diamond just asking to 
be collected. The landscape itself pro- 
vides more than a few hazards to pass, 
but again, with Sploggy’s superb jump- 
ing abilities, all the nasty spikes, bot- 
tomless pits and expanses of water can 
be negotiated without too much both- 
er. It’s all incredibly simple, but it’s so 
smooth and so much fun that it really 
is a must for anyone who loves a good 
old-fashioned platform romp, without 
having to pay £29.99 for the pleasure. 
Highly recommended. 
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| know all about fortresses, | do. It’s 
not because my name actually 
means ‘Fortified Town’, but because 
my sister was a dab hand at making 
fortresses out of blankets when we 
were kids. No, honest — if you ever 
want a semi-permanent ‘big tent’ in 
your bedroom, give my sis’ a call and 
she'll do the biz no probs. 

Unfortunately, this game calls 
upon no such skills (which is a shame 
because she taught me everything 
she knew about such mighty erec- 
tions) but is a right corker nonethe- 
less, incorporating elements of Pop- 
ulous, Mega-lo-Mania, and, er, 
Populous 2. Probably. 

Though Fortress is nowhere near 
as complicated as any of the afore- 
mentioned games, it is based around 
the age-old goal of total domination, 
with you taking the role of one of a 
number of leaders spread across an 
overall ‘world’. You start with a lim- 
ited number of troops, horses, fight- 
ers and aggressive machinery (more 
on this in a minute) and must spread 
your influence (and that is influence, 
not effluence) across the globe. 

You start with only one base, and 
must gradually take control of 
enemy buildings by allocating an 
amount of your resources into attack 
teams, not forgetting to leave suffi- 
cient forces behind to defend your 
own buildings. Quite often you'll 
actually ‘bump’ into enemy forces 
while on the move, but should you 
get as far as an actual enemy 
fortress, you'll go up against their 


chaps and, hopefully, take over the 
fortress itself. 

The battles are shown as a num- 
ber of statistics bars, with your 
troops taking on their troops, your 
horses taking on their horses, etc. 
etc. You also have some rather 
splendid ‘grinding machines’ which 
plough through humans like a 
demented food-mixer , and as the 
battle progresses an overall status 
‘flag’ moves across the bottom of 
the screen, showing which of the 
two armies has the advantage. 
Should you be successful, everyone 
drinks tons of beer and that partic- 
ular fortress then becomes one of 
your own. When you own more 
than one fortress you can start to 
shuffle your resources around, cre- 
ating impressive defensive and 
offensive forces as more ‘settlers’ 
join your camp. 

A number of skill levels offer 
gradually more impressive oppo- 
nents to battle against, but at the 
end of the day, it’s all as simple as 
you'd care for. The graphics are real- 
ly quite gorgeous, and the sound 
effects quite charming. | love it! 


PD PLACES 
* 17 Bit Software, 
1st Floor Offices, 2/8 
Market Street, Wakefield 
WF1 1DH. 
Telephone: 

(0924) 366982 


F1 Licenceware, 31 
Wellington Road, Exeter, 
Devon EX2 9DU. 
(Please make all cheques 
out to S. Bye) 
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Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 
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SE URPITT PV-IUUEEIL GET csccccnecessecteccccstncovestoesubiel 20.99 
ae OP RE ea * CRS 19.99 
B apor RACE. Sol, NL SER. Ae RE 17.99 
B ¢ OS. SoM OS GIES eae ea 7.99 
OS PORES ER MER Ae 17.99 
RR Re Eee ane ae 18.99 
GENS ANE ON RETIN OIE 18.99 
Blows/Su hrog/Over |) SRE 19.99 
ST a 1200 .19.99 
Lp Ree ial 22.99 
EN GT EE SE SESS 19.99 
Brutal Sports Football.................................. 25.99 
ubba E Stix i a el aa al el ee CD32 .19.99 
Bu ey Speck ay NaS eS del PER, Pattee CD32 .19.99 
CONOR Biss, S aheliin diac CD32 .22.99 
Sp ee tae Ogee SP ET octet eee 22.99 
CANNON MS 20.99 
et OES ia ATE ELA PD ee lL V9P 
CRIN YTV 205 sc ccccicdsceicscectecdiveveduens CD32 .12.99 
oO ER SR ara a A1 200 .22.99 
Cole Renee a ae 19.99 
Cpeser/Co SL RTI ET AS CD32 .22.99 
Cham fonship Manager | PAG te of TD 16.99 
CHAMPION MANAGER.END OF SEASON D SK ...12.99 
Championship Manager 94 Season Disk.............. 7.99 
Cham tonship Manager Italia .............cccsseeneees 16.99 
Chambers Of Shaolin ...........cccccccccceeeeeees CD32 .17.99 
TE IND Sir ate ccsti Al bantevsectee iccdeddhyepineetis 16.99 
——) EPCS eae eS A1 200 .17.99 
C © MUNITIES ole Mectivarncactsh ddbacedectvects CD32 .19.99 
SEED ENS I RE EG CD32 .19.99 
GOUMIIINL SU PORE sncccscceniocecenoexcoscaecedtinamnsin’ 22.99 
eng FF nt ey en A1200 .25.99 
| aad Rie seals gt ge teal itmepy tele that at Tap 17.99 
ro apie Saya am get Se pero: joer 19°99 
tii le aenatiess cusvasitmativchsennnemient 19.99 
Combat Air Patrol ......ccccccccceccsscecseeseseseeseeeseeeen 19.99 
COMBAT CLAP ORAS ne PS 19.99 
eT Oe ON" RRS eT eee 17.99 
RC a 17.99 
“AR De ei ie BE 22.99 
crazy OS eat wR. 
Crash Dummies 1799 
Cyber ee ree eee cen Meee ee 17.99 
Cyberspace. 22.99 
RETR TN EEE REDE ETRE Md 10.99 
© BPRS AER ate PEN IG 2c 22.99 
NS Fed eR FELT CF 17.99 
pengerous SS POTEET A500 or Al 200 .17.99 
SETUINEE achocdsventhtedenalscduacosenicecslichcstctcbedioues 20.99 
Dark Sun: Shattered Lands ............ 21.99 
Detroit ........ * A 22.99 
eee, es POE Fr ae ee ee BB 
Deluxe Music Construction Set 2.0.. 59.99 
alien Pah AGA aos Bi0 5 ickicskséei ceocesssseosin’ 99 
RUSMNUMN sis ocuhitsdasartbansdotadeaghinhetiatcevenns CD32 .19.99 
ee ESD BEER ae eRe eee ee 19.99 
EE EEE, GTN ES 1200 .19.99 
Disposable Hero ........ccccccccssssevesesesvevevsvareavavarael 7.99 
Dinosaur Detective Agency ............cccccceeeunseeseses 13.99 
Disposable Hero...........ccccccccccccccccccsceeees CD32 .19.99 
Di Ls SEE aa Ter CD32 .16.99 
Dogtignt arian Dec: i denied. Seo Bo toy 22.99 
ndhvaddiiaceteentelntbncdabtdies iinet ntnsitina iis 16.99 
Re eiadip iad fabs pleat ce Nisa CD32 .19.99 
em Pe a ae 12.99 
pune pe, a re REE Syke eae we a ee 3-22 
ot MES ae, ee A, Ek me: ae , 
Sage ED EN See og a wee, 17 OF 
ELITE 2 (FRONTIER) ..........:.c0000. A500 OR CD32.19.99 
SR RSE NRT TEER RS 19.99 
European Champions ...........je..ge-+ ventaharnce ta 
European Championship Football ............ CD32 .19.99 
Eye of Beholder jl SP Bele VR eS 12.99 
EL PIES IEC SM 12.99 
UL ATEE TE QOUMIUEIT dindacbscnciincdse¥Uaccededbosennnnnnnete 22.99 
SR SEs ae CD32 .19.99 
y RIE DO Sa, eee 2. RR 17.99 
POPE EPS I, SE AES es an eee ee 10.99 
FI7 Challenge/Project _ Ea naenthlandon CD32 .17.99 
PEP UNE THI doe Sosa diss scecenciceadenses 11.99 
FII7ZA Nightnawk Stealthfighter ............cc0se0000e: 22.99 
ag OS ie oS ey ee 10.99 
FA PREMIER kl | 17.99 
TO ORR 2a 2A ER ee 17.99 
PUNNO LE GOOY cities Sex-cictaesihe Avcitensh tsctiusianticr 22.99 
1” pe era CD32 .19.99 
TG. SP ra tillenip ly Pa AS 8.99 
First Samyrai + Mega-Lo-Mania ...........cccceeees 19.99 
Flas tot id ioe Rael dada 26.99 
PE I TEE Cee 10.99 
FL RESALES RE 24.99 
Flight Sim 2 Great Britain Scenery ...............0.6+ 26.99 
Flight Sim 2 Japan Scenery ..........cccccceeeeeeeeeees 13.99 
Flight Sim 2 Hawaiian Scenery ..........cccccceeeens 13.99 
Flight Sim 2 USA No 7 Washington Scenery ......13.99 
Flight Sim 2 USA No 9 Chicago Scenery............ 13.99 


deliver 


Flight Sim 2 USA No 11 Detroit Scenery ........ 13.99 
Flight Sim 2 USA No 12 New York Scenery........ 13.99 
Flight Sim 2 Western European Tour................-+: 13.99 
Formula 1 Champions..............csscesssseeseeeeeeeseees 17.99 
Formula One Grand Prix............cccccccccecceeeeceueees 22.99 
G?2.. aan 17.99 
7 “ESE E Re Se wR, BA RR eR EL 9.99 
SE EE OSL aa CD32 .19.99 
Global Domination ........ hE Laie Mo 26.99 
EE EES PEI 20.99 
er en ee ee 19.99 
ORT a ee ee . Katee be 13.99 
> SERRA, 22.99 
Graham Gooch Second Innings .................0+. 11.99 
Graham h World Class Cricket... 19.99 
Graham Taylors Soccer Challenge Livdetaiceede ...8.99 
Gryusome SR ae PT OL LS ur. 1 6.99 
tS * RSET E 18.99 
Cup SPR ee -...D32 .19.99 
gu pee BOO i hog) DD Ai AAMT? FG CD32 13-39 
unsni tnleaedebacttin hé thouenbueees ; 
Hann . “Animation ice 
Hanni Ci i te we 19.99 
fn, | Re aS ae 12.99 
1 ve Jum a oe = +4 a 
roquest 2- a rasi utd; 
Hill Street Blues? 3 Tr ORR s Pe OR the. 8.99 
ORE RE IE APES RS er 22.99 
History Line 1914-18............ 22.99 
Hoyles Book of Games 2.... 10.99 
Hoyles Book of Games Vol 3 .....:.ccccccccsesseseeeesees 10.99 
Oe iter ete Fe ie eee eee 6.99 
Indy Jones - Atlantis Adv i "RRR? 24.99 
UNGCRII cc Bacup aloes PBR EP eT 22.99 
INTERIGATIONAL MANAGER’: WORD GU EDIRON -:17:99 
international Open Coll chompionshin Py rt 17.99 
International Open Golf ..............cecseses04-D32 19.99 
Sg Tent eh A500/A1 200 .19.99 
ER ae arse 8A 27.99 
James Pond 3. SEE aR All Formats .17.99 
James Pond 2 - RObOCOd.....ccccccceseseserenee CD32 .20.99 
NE LAME ed Meayi i tei ehedressteecticdeseeyeveust antes tenes 8.99 
1“; > eet Seer 17.99 
Jimmy White's Snooker... cccccocecseoceeoceceeocees 12.99 
Jone Senne Eur 1. RE es 99 
John Barnes Football... coccccccccceeeees CD32 .12.99 
ey RRR ENE Eee 17.99 
TS RES A A1200 .18.99 
pe a SER Ae as D32 .19.99 
K240 Yiopia 2(Non AGA) A500/CD32............19.99 
Keys of Maramon. .............. RA TR SRE N 16.99 
Kingmak Pia wae 2 eae ae 22.99 
Kings table................. da aa 19.99 
Kings Quest 2 .............000. SEs 10.99 
Se) REE ae A500/A1200 .26.99 
KNIGHTS OF THE SKY (i .. _ enenlaena 10.99 
Lamborghini American Challenge 17.99 
att TRIN shi <tncthiearesbcandtastihs egtteessiceschagieae 8.99 
NE OR WARNE So oes ee 24.99 
LAI SAD LEME @ ...docissecicnnscinignectadeadresttobanens’ 12.99 
SED W cctescnthicohsarlailiiccnectscanbestaeaall CD32 .19.99 
permings Devine Pack BE ES PCa ast Bt 19.99 
LEMMINGS 2 (THE TRIBES) ...............0ccccccccceeeeees 17.99 
Links Bouniitul Course Disk .. igttae 
Links- The Challenge of Golf oooo.......ccccccssesseon: 12.99 
ee ee ees Pie BEEPS 2 NE gk PS CD32 .14.99 
T 1 * BGS e .CD32 .19.99 
ene | eT LRT CD32 .17.99 
"s . fe J.+ )\at Rr eRreEe ns. ~ 22.99 
i Rn ER Mirtretibc CD32.19.99 
lalalime. ois thie, ddd aaaeeinae a 19°99 
Lotus Tur Trilogy ap kes snbdviaaghbncites tare oer 
nT al, ho ee eee ee ee 12.99 
Magician's Castle ............c.00. PE ah. 19.99 
UNITED LEAGUE CHAMPIONS ___. 19.99 
Mario Is Missing..... Seer.) |. 
Mavis Beacon yf sors eee 19.99 
Messengers of Doom eae | 
MICROCOSM cebsbsnosoinddebanteatbentesedioneecnantl CD32 .29.99 
Micro Machines..............00.00 pe VE 
Monopoly ............cecc06. eR RA | I, 
2 I CNRS BRE om er 20.99 
Mr. Nutz eT: lolca cakes ssh cauitaecl tian 17.99 
PE ERE ES US ore ee a 18.99 
Naughty Ones All Formats .17.99 
Narco Police ............... 5.99 
New Zealand Story ..... 6.99 
NICK FALDO'S GOUF pbtisdetintiinenesadansl CD32 .22.99 
Nick Faldo's Golf ............ Pee A 
Ni 1 age Pesipile aged sy ie. pa Meds fbn, 
Nigel Mansell World Champ ........A500/CD32 .19.99 
Rag teh SS he a IEE ie BE el AB a cs th 19.99 
No Second Prize........ A500/CD32 .14.99 
Operation Stealth ............. ‘psi faneiceneietelmatal 11.99 
RRS FERRE See reS A500 or A1200.17.99 
Out To Lunch ........ccccceee oan ie 17.99 
Pang..... tt) ot ha 6.99 
Parasol Stars ............0. SA 
Perfect General : (See Lords of rower) 
8 REPRE TS aes: 19. 
ALE dO” pa. CaS 19.99 
ALL DREAMS + FANTASIES ............0ccccceeeee 22.99 
PINBALL FANTASIES ..........cccccccccccceeeeees A1200.19.99 
pear FRNUGIEED Caikuthiitncnintbtcviinincdinas CD32 .24.99 
(Cs PRR PRE EP Spot SDP 6 
LO SERRE EE OR Fe SS CD32 .19.99 
TEN NL PIS ESR OF RTP ne 12. 
OS pp Fae EE ee a a 12. 
SN ET aan? Pe (See Excellent Games 
Powermonger& Data Disk ............ccccceupeeesseeeneees 129 
ne Re ee Per ee ew CD32 .12.99 
DUNNE SIRTUUINEIL Udscenncocnescosecncescnenensbsebbsinns 17. 
ge {7 RE Tae eee 6.99 
0) RS Stes OTE OS Oe RE And BE. 10. 
Project x/F17 Challenge ..........c.c0cseee0e CD32 .17.99 
TEE PI SG ae ee CD32 .22.99 
Pro Tennis Tour 2- Jimmy Connors Great Courts 2..........8.99 
EEE PSE eI S 9.99 
oe ORE a aS Ri RS 8 A eh dy 99 
Qwak/Alien Breed ..........cccccccccccceceeeeerees CD32.17.99 
Nd: OS Se RES iets 12. 
Quest For Glo + PTE ARIAS Eas Te 13.99 
ee. RR Pe Tee 6.99 
PURNOGED WOOT on ihc. chbhscocbiasocblesbcatestlesadeioven 12.99 


service available £4 per item UK only. 
MOST TITLES ARE DESPATCHED SAME DAY, BUT CAN TAKE UP TO 28 DAYS Some Titles may not be released at the time of going to Press 


E&OE 


Reach Out For Gold ...........000... A500 orA1 200 .17.99 
Reach Out For Gold ........cccccccceesseeeeeeeeees CD32 .19.99 
Reach forthe Skis retanserneeatonregoen peace 9 SPECIAL OFFERS 
Rise OF The Robok oh ae ene or A) 200 27.99 ee MMR 
Ropes. espero coe) 99 | Body Aan Eo cccecesestinhiniaeenninnine Lae 
RYDER CUP eee «sue 3? i 0.99 ee yt 
-. SRO "TF Seb) Ae csenententiindetbineniosnsesncenpivcbabecl . 
Sabre Feo (enhanced) ..............A 200/032 20 99 ra ee Unlimted golf................++ 12.99 
on ly pages 2 + Tres i j j 
SECRET OF MONKEY ISLAND (i MEG) ............ 1399 len eee oe te olan 
Secret of Monkey ls and 2 : malt: SE 24 99 Kic 2 na Extra Time TTT TTI iii iti ttt ttt ttt 6.99 
N Destroy... A500/CD32 17 99 Kick Off 2 Final Whistle Seliabelieenbecnesebéveceste 7.99 
Sensible Soccer 1.1 (92/93) ... sevevsees 16.99 | Kick Off 2 Winning Tactics ........ccceeesees 5.99 
ponsizne Soccer - see CD32 19-99) | Sabre WoC .nococeonnnecsssssssrennnnesoesseeessnsees 9.99 
S pt ew TITTTITT TI 8°99 Shadow Worlds SS 6 9.99 
Silent Service 2 12.99 Super PORES concesedensbden ae Sectedcain 12.99 
Sim City Deluxe 19.9F | Themndoraiyllen ..c:cocstenssisibiiietietiieanccienlacc 5.99 
Sim City Lemmings 19.99 | Wing Commander 9.99 
Sim City Po vlous. ES ERR PL © dar ] 9 99 SRR Ree eee . 
Sim Life (AT 200) [set Ny 22.99 yee or ee 8.99 
Simon The Sorceror 22.99 
Simon The Sorceror A1200 .29.99 
pe OS EN ee 17.99 
er Ai306/¢D92".9.99 
Sone Kid an A200 9.99 | ADI English (All Ages) .............cccecceeseees 
i wg. A RE TS 12.99 | ADI French (All Ages) .........c.cccsseeseeeseeeee 
SPACE ae — ER OI 3. ADI Maths (All Ages) ..........cccccccseseceeeesees 1 
Silt honda 13 aye ceccccncececdbass obddabaceediinedsbdesecdaie ‘ Math ba H 
SPACE SIPEG «<scce.ccesxsoviasocAiesib inated 19.99 Set eo i (8-1 lish or French ........ . 
Shor Trek .o..ccccccssesssssecsecsessssssesseseeseesAb 1200.22.99 | Bottor Maths (12-16) ......rcccsrcssorecesssssseeee 
Street Fighter 2 Dectses CULT 
Striker... 8.99 
S.U.B...... 19.99 
Super Hero ..... 19.99 
Super League Manager..............cccccseseeressennens 22.99 
Surf Ninjas .......... ee eee CD32 19.99 | PUN SEROGE © 13°7] ccccoccccccccccccccsccescscscceses - 
ii lepine at A500 or Al 200 .17.99 I Fun School 4 [7-1 1)............cccccccscccccccences " 
a Pee ae 22.99 
Tactical Manager- English or Scottish or Italian ...19.99 |e eh I pce Ce Lo ee ‘ 
INE Ii. covcocebdadabbdnabe dandue en cet cbvscosdsecbenestiil U.97 te he ee eee eee . 
ee 7 16.99 . 
Team 17 Collection Vol | BEM 
PA, onsess, A1200/CD32 .22.99 | Junior Typist (5-10) .........cccccccsscosscesseesees r 
Theatre OF Death ..0.........ccccccceceeseeesees i 19.99 th 
The Blue & TheGre Sree £ 22.99 SO TV Wiecccccosococoseooooccooooooosoooss . 
THE DEFINITIVE CHAMPIONSHIP MANAGER .....17.99 | Maths Mania (8-12) .........sssseesseesssneeseeen 99 
__. Preovesbretnmer he ttrnres.t" 21 99 — re 16-13) .ccccccsccccecsccscececcencese 9.99 
EPO EE EE SS ER OM k i ba 5 | RNR eer cnn  e 
Total Carnage 18.99 Micke Is vk Ae 4 a 
Totol Commons C532.19'99 | Mick y' oh mie + 94 
Tracon 2. 92-99 ic ey ‘ S [4° dD] cvcccccccccccccceccccccccccces e 
Town With No Name CD32 22.99 | Mickey's Jigsaw Puzzles (5+).......-..-.-++0+ 13.99 
Trivial Pursuit Deluxe CD32.19.99 | Mickey's Colours & Shapes (2-5) ............ 13.99 
Trolls....... serocemegupencosenmnae disc A] 200...9.99 | Mickey's Memory Challenge (5+).............. 13.99 
Trofs CD32 poe Noddy's Bie AARNE crnmnnipmenariie 16.99 
Turning Points 22.99 ' s Pla Time (3+) eecccccccccccccccccccccccs 16.99 
oe" gegineigarap rene ggpetene ae A500/CD32 17.99 | Picture Fractions (7-10) ........cccesesseeseeeeees 9.99 
Twillight 2000 BR oa scans PAGE eines; 99-00 Hed ome Pe Soadibbnanesiepsanandpnbmeetrineane 9.99 
TES DUO... ..rcsercersesecrescerscrscecens AY. STONE GUE cindncinssdtbtcestigscicécecadéosconse 17.99 
UES. mg > : $4.23 Reasoning With Trolls ( 5-12)...............0-++ 9.99 
Ultimate ie ce CD32 19199 | Tidy The House (6-10) .............cccccceeereeeees 9.99 
ULTIMATE PINBALL QUEST ..000.... cc. cccccceceeeeeees 19.99 
Py ee OO RE aaa) 27.99 
pe ia 4 19°98 
BBPS ccc subishiesscccseccsaseuaeeaeeee 
Uridium |p RARE: ss RE 23.33 | Robin Hood (8 + ) nnn ee 
NONI chic sechdninasbassecnnncceetueieentl A?, Scrooge (A Christmas Carol) (8+) ............ 13.99 
Winter Olympics A200 22°38 | The Three Bears (5-10) wrens 13.99 
Winter Super Sports ...::0:sccoccsassspesssisisssacensrvastss VA.FP | VERO Be BINS PURI WS [TY coccccccccecescsccsoocs : 
VO FG vc vascicocdcceccctscecduncdapeeaeneeeeiebe seanannee ar a OU CMEEE Rae Wiliccesbabecctesoencecanddetpebaneababvane 
LOIN wicinussscccovesctindicbaa eis i CD32 .19.99 
Zool 12.99 
LOGE D ciucrie ste. _ 10.99 
LO Deicccuisisccst dd. A1200/CD32 .17.99 


COMPILATIONS 


FANTASTIC WORLDS - | AWARD WINNERS 2 


Mega Lo Mania, Sensible Soccer, 
Pirates, Populous, looney 
Whites, Elite 
Realms, Wonderland 19°99 


£22.99 
TEAM 17 VOL 1 


Body Blows, Superfrog, 
Overdrive £19.99 


LORDS OF POWER 
Silent Service 2, Red Baron, 
Railroad Tycoon, Perfect 
General 

£22.99 


SPACE LEGENDS 
Wing Commander, 
Elite, 

Mega traveller | 
£19.99 


DIZZY COLLECTION 
Fast Food, Kwix Snax, 
Fantasy World Dizzy, 
Treasure Is. Dizzy, 


Magicland Dizzy 
£16.99 


DIZZY'S EXCELLENT 
ADVENTURES 
Dizzy Panic, 
Bubble Dizzy, Dizzy- 
Prince of York Folk, 
Spellbound Dizzy. ,Kwik 


SPORTS MASTER 
European Championship 
1992, PGA Tour Golf, 


Advantage Tennis,indy 500 


THE GREATEST- Jimmy 


Snax White's Snooker, 
£16.99 Lure of The Temptress, Dune 
£21.99 


10 Capacity 3.5" Disk Box .......cccccceeeseees 1.99 
40 Capacity 3.5" Disk Box ...........ccceeeeees 4.99 
50 Capacity 3.5" Disk Box .........ccccccceeeeee 5.99 


80 Capacity 3.5" Disk Box .........cccceeesees 6.99 
100 Capacity 3.5" Disk Box ...........ccecees 7.99 
Se 4.99 
CRRGIIIIID FPO sso cesocencocescctnnccsecheanneieeeielias 7.99 
RSI TUNE oacicccsicccceccessseesinsheatiataiadils 11.99 
Competition Pro Extra ...........ccceeseeseeeeeees 14.99 
Freewheel Steering Wheel................000+++ 24.99 
Gravis Advanced Switch Joystick.....c000 22.99 
PROTO svncececesascocnssuvubtensideateissanebedioeell 1.99 
Brees Gatin Pail vicecessecthnecaseveinewisictins 15.99 
Quickjoy Jetfighter............sesssereeeeneees 11.99 
Quickjoy Pedals.........csssesesseseseseneneenenes 17.99 
Quickjoy Topstar..........ccccceseneneneneneneees 17.99 
a Ed REN 10.99 
SesreCatls BHt SUE caccccccechadisctscascutupensinasih 5.99 
SUDONTA TIRE: Be occecsenncesictansieveninjiecsiclaaininn 7.99 
PUNED “Ui” SUNGIK ..cactucscoasevepeecipeesianaainnal 4.99 


TDK PRECISION UNBRAN- RECYCLED 
vee BOXED DED 0 


5.99 
10.99 
15.99 
20.49 
23.99 
44.99 


6.49 


11.99 
17.49 
24.99 
26.00 
49.99 


JANUARY 1993 

ON THE DISKS! Psycho Santa — a complete 
game specially written for The One by 
Bullfrog — along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre- 
view of Archer Maclean's Pool! 

WIPPED! Microcosm and Dracula on CD Dune 
2 and Superhero! 

REVIEWED! Indy /V graphic adventure, Street 
Fighter 2, Cool World, KGB, Waxworks and 
many more! 

TIPPED! Guides to Wing Commander, the 
start of a complete Legend of Kyrandia solu- 
tion and a complete solution to Dizzy: Prince 
of Yolkfolk! 

PLUS! 1993 Previewed! The One Awards! 
Stunning Dave Gibbons cover! 


FEBRUARY 1993 

ON THE DISKS! Playable demos of Darkseed, 
Universal Monsters and Superhero! 
WIPPED! Space Hulk, Chuck Rock 2, 
Ambermoon! 

REVIEWED! The Chaos Engine, Dragon's Lair 
3, WWF2, Darkseed and many more! 
TIPPED! Players’ guide to Streetfighter 2, 
Sensible Soccer V1.1, Sabre Team and 
Fireforce plus the on-going Legend of 
Kyrandia solution! 

PLUS! Commodore's ex-boss Kelly Sumner 
interviewed! 


MARCH 1993 


APRIL 1993 

ON THE DISKS! Playable demos of FA Premier 
League (collectors item!), Abandoned Places 
2 and Beavers plus 2 PD Games: Transplant 
and PacMan De-Luxe! 

WIPPED! Batman Returns, Cyberspace, James 
Pond 3, Lost Vikings and many more! 
REVIEWED! Superfrog, Arabian Nights, Chuck 
Rock 2, Abandoned Places 2, Desert Strike 
and many more! 

TIPPED! Complete solutions to Darkseed, 
Dragon's Lair 3 and Indy ili, plus the start of 
guides to KGB and Bill's Tomato Game! 

PLUS! X-Wing on the Amiga (April Fool). 


MAY 1993 — 


JUNE 1993 

ON THE DISKS! Blaster! A specially written 
full game for The One, plus a playable demo 
of Nippon Safes and two complete PD 
games: Alien Bash and Tractor Beam. 
WIPPED! Bubba ‘n’ Stix, Realms of Darkness, 
Innocent Until Caught, Maelstrom and many 
more! 

REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more! 

TIPPED! Players’ guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 

PLUS! Plus we tell you how to get into the 
software industry! 


JULY 1993 — 


AUGUST 1993 

ON THE DISKS! Trex Warrior! A full game 
written for The One by Thalion, plus playable 
demos of /shar 2 and Snakes plus a complete 
PD game: Wibble World Giddy. 

WIPPED! Tota/ Carnage, TFX, Beneath a Steel 
Sky, Utopia 2, Brutal Sports Football and 
many more! 

REVIEWED! Deep Core, Sim Life, Whale’s 
Voyage, Battle Isie ‘93 and many more! 


eh 


SENSIBLE 
LD OF 


As a person of discerning taste, you are no doubt a regular 
Reader of The One, the publication we like to think is 
Britian's biggest and best Amiga games magazine, but that's 
because we write it. However, there may be embarrassing 
gaps in your collection, which is always really embarrassing. 
Maybe you didn't start reading The One until recently, per- 


haps you have just 


learned 


to read, or maybe your 


newsagent simply ran out of stock — in which case, why 


didn't you place an order? 


Whatever the reason, here's your chance to fill those gap- 
ing voids in your compendium of excellence. On this page 
you'll find listed all available issues of The One, stretching 
back to the dawn of time (well last year, anyway), complete 
with a summary of their contents. But remember: every issue 
has actually got loads more stuff in it than we've listed here. 

To order, just fill in the coupon below, write out a cheque 
or Postal Order for the required amount and send it to: The 
One Back Issues Dept., Tower Publishing, Sovereign Place, 
Lathkill St., Market Harborough LE16 9EF. 


TIPPED! Guide to Dune 2, Gunship 2000, 
Reach for the Skies, plus Abandoned Places 
2, the complete solution continues and the 
World of Legend solution starts! 

PLUS! The CD 32 is unveiled! Arnie’s Raw 
Deal! 


SEPTEMBER 1993 


OCTOBER 1993 

ON THE DISKS! Playable demos of Space 
Hulk, Alfred Chicken, and Burning Rubber! 
WIPPED! Mortal Kombat, Elfmania, 
Evolution, Wonder Dog, F1 and many more! 
REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players’ guide to Diggers, 
Beastlord, Wibble World Giddy, The 
Patrician, Goal!, and more of the Ishar 2 and 
World of Legend solutions! 


NOVEMBER 1993 

ON THE DISKS! 3 disks again, featuring a 
playable demo of Uridium 2, Hero Quest 2, 
and Seek and Destroy, along with two com- 
plete PD Games! 


"THE ONE eee: OFFER! 


WIPPED! Body Blows Galactic, Kings Quest 
VI, Rally, Rise of the Robots, Seventh Sword 
Of Mendor and many more! 

REVIEWED! Brutal Sports Football, Cardiaxx, 
Donk, Frontier:Elite 2, Qwak and many, 
many more! 

TIPPED! Hired Guns (Part 1) Alfred Chicken 
(Part 1) guide to Space Hulk (Part 1) Ishar 2 
(Part 3) and many more! 

PLUS! The Programmers talk to us! DMA Talk 
to us. Find out how we make The One. 


DECEMBER 1993 

ON THE DISKS! Playable demos of Alien 
Breed 2, Brian the Lion and Bob's Bad Day! 
WIPPED! Heimdall 2, Reunion, Theme Park 
and many more! 

REVIEWED! Cyberpunks, F117a Stealth 
Fighter, Cannon Fodder, Alien Breed 2, Body 
Blows Galactic, Liberation, Magic Boy, 
Perihelion The Settlers and many more! 
TIPPED! The end of the /shar 2 solution! Body 
Blows Galactic, Alien Breed 2 (Part 1) Space 
Hulk (Part 2) MASSIVE Frontier players’ guide 
the complete solution to The Secret of 
Monkey Island and many more! 

PLUS! Find out how they make Games World 
Live! as we spend the day with them. 


JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix — a 
complete game from Stavros Fasoulas — plus 
a demo of Zoo/ 2 and a complete A1200-only 
PD game! 

WIPPED! Universe, Cool Spot, Dennis & 
Gnasher and Heimdall 2 Part 2! 

REVIEWED! Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba ‘n‘ Stix and loads more. 
TIPPED! Players’ guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The Programmers of Liberation speak! 
Massive preview of the games scheduled for 
release in 1994. 


FEBRUARY 1994 

ON THE DISKS! Playable demos of Beneath a 
Steel Sky and Super Methane Brothers! 
WIPPED! Skeleton Krew, Zeewolf, Magician's 
Castle, Out to Lunch, Super Methane 
Brothers and Heimdall 2 Part 2! 

REVIEWED! Coo/ Spot, Brian the Lion, Seek & 
Destroy, F1, Castles 2, Simon the Sorceror, 
Campaign 2 and many more! 

TIPPED! Mortal Kombat'’s finishing moves, 
the start of complete solutions to Star Trek 
and Simon the Sorceror, secret spell recipes 
for Wiz ‘n’ Liz and many more! 
PLUS!Exclusive news about Rebel Assault 
and the Day of the Tentacle on CD 32! The 
One Team star in their own crazy computer 
game — Snackerama. 


MARCH 1994 

ON THE DISKS! Playable demos of 
Benefactor, Ork Attack, Pollymorph and 
Championship Manager Italia plus a 
complete PD Game Premier Pics! 

WIPPED! Bump ‘n’ Burn, Armour-Geddon 2 
Hugo Troll and Guardian! 

REVIEWED! Puggsy, Champ. Manager Italia, 
Super Methane Brothers, Seek & Destroy, 
Batman Returns, The Ryder Cup and tons 
and tons more! 

TIPPED! Star Trek (part 2), The Labyrinth of 
Time and Simon the Sorceror! 

PLUS! Soccer spectacular: Our extensive 
round-up of soccer games for the Amiga. 


APRIL 1994 

ON THE DISKS! Playable demos of Heimdal/ 2 
Bump ‘n’ Burn plus two complete PD games 
Parattack and Cookie! 

WIPPED! Banshee, Flight of the Amazon 
Queen, Kult of Speed and Club Footbal! — 
The Manager ! 

REVIEWED! Darkmere, Muzzy, Manchester 
United Premier League Champions, Mega 
Motion/Statix, Heimdall 2, Bubble and 
Squeak, Legacy of Sorasil and bags more. 
TIPPED! The Settlers, Stardust, Wizkid and 
many more! 

PLUS! We talk to a Software Pirate! 


MAY 1994 

ON THE DISKS! 3 disks yet again! Playable 
demos of Puggsy, Clockwiser, Mr Nutts and 
Banshee (A1200 only), plus two complete PD 
games, OUCH and Smidge! 

WIPPED! Impossible Mission 2025, Hardcore, 
Mr Magoo etc. etc. 

REVIEWED! K 240, Apocalypse, Total Carnage 
Armour-Geddon 2, Arcade Pool, Stable 
Master 2 and... oa0h loads more! 

TIPPED! Innocent Until Caught, Campaign 2 
and much, much more! 

PLUS! The Sensible Soccer Fancy Football 
League and we preview Beeb 2's new pro- 
gramme with games in it, The Net. 


Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 
problems. It’s called The One and it’s available without a prescription from most good 
newsagents. As every discerning Amiga owner knows, The One is Britain’s biggest and best 
Amiga games magazine. Every month The One gives you: 


The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 


In-depth and unbiased reviews of all the latest releases! 


Regular hints, tips and cheats to help you get the most out 
of your games! 


Comprehensive coverage of the PD and budget 
games scene! 


The best and most exclusive demos in the business! 


The odd crap joke and a spelling mistake or two! 


Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don’t want 
that - and we’re sure you don’t either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 


road with a stick. 


You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 


You guarantee your copy of The One every month! 


Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 


There really is only One magazine you need. Subscribe now and claim your Team 17 game. 


@ Body Blows Galactic 

“Just about the best beat-’em up available.” 
Simon Byron, The One January 1994. 

Overall Score 87%. 

Worth £29.99 A1200, £26.99 A500/600. 


@ Alien Breed 2 

“Alien Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play.” 

Simon Byron, The One December 1993. 

Overall Score 91%. 

Worth £29.99 A1200, £26.99 A500/600. 


@ Superfrog 

“Glumph!” 

David Upchurch, The One April 1993. 
Overall Score 93%. 

Worth £26.99. 


@ Overdrive 

Take the driver's seat in 4x4's, Buggies, Supersports 
and G.P. Cars and race aroung twenty gruelling 
courses across five different terrains. 

Overall Score 83%. Worth £25.99. 


@ SPECIAL EDITION DOUBLE PACK 

Alien Breed Special Edition 

“If you didn’t pick up Alien Breed the first time 
around then buy this Special Edition now.” 

David Upchurch, The One January 1993. 

Overall Score 88% 

Project X Special Edition 

“If you don’t already own the full-pricer then don’t 
buy another game until you‘ve snapped up this.” 
Simon Byron, The One August 1993. 

Overall Score 92%. 

Worth £21.98. 


A Subscription to The One 
(12 issues including postage) 
costs only: 


U.K, BFPO £47.40 
Overseas - Surface mail £49.00 
Europe, Eire - Airmail £50.00 
Overseas - Airmail Zone 1 £75.00 
Overseas - Airmail Zone 2 £83.00 
Your software choice is mailed separately 


YOU'VE NEVER HAD IT SO GOOD! rape be ay rt issue. Please allow 28 days for 


FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 


To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 
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;|FHE ONE AMIGA SUBSCRIPTION ORDER FORM |, 


| SUBSCRIPTION RATES (12 issues including postage) 
| (Please tick) 


: J £47.40 UK/BFPO I £50 AIRMAIL EUROPE/EIRE a £49.00 OVERSEAS SURFACE MAIL 
i I £75.00 OVERSEAS ZONE 1 AIRMAIL J £83.00 OVERSEAS ZONE 2 AIRMAIL 


METHOD OF PAYMENT 
j (Please tick) 


i I CREDIT CARD I CHEQUE Lad P/O / INTERNATIONAL MONEY ORDER 


r Make cheques payable to: EMAP IMAGES LTD. (Access, Visa, Amex, Diners Card, and American Express accepted.) 


PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only): Y 
i a BODY BLOWS GALACTIC (A500/A600) Source Code E11 a BODY BLOWS GALACTIC (A1200) Source Code E16 I 
7 J OVERDRIVE (ALL AMIGAS) Source Code E13 J SUPERFROG (ALL AMIGAS) Source Code E14 
i J ALIEN BREED 2 (A1200) Source Code E17 J PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E15 H 
} Ld ALIEN BREED 2 (A500/600) Source Code E12 I 


i PLEASE SEND THIS COUPON TO: 
TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468888. 


| Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. i 
I Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative pens 


{ I Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you. OFFER ENDS 28TH JUNE 1994. H 
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Just one more then. Only one game with the qualifications, grit and determination to 
get past our rigorous selection procedures. One game with the aptitude, guts and suffi- 
cient strength of character to be awarded the coveted golden enamel badge, emblazoned 
with The One's famous crossed floppy disk and arm-with-a-foaming-pint (rampant) 
motif, embossed above the legend ‘Recommended’. One game with ‘the right stuff.’ In 
years to come this game will loll in its favourite arm-chair, droning on and on about how 
new games ‘don’t know they're born’ and how much tougher things were ‘when it were 
a lad’ and made it into Recommended. Sceptical grandchildren will lift their eyes from 
its dog-eared scrapbook and stare at the enormous beer belly and the thinning white 
hair and wonder how this game could ever have won such a place in history. 


Alfred Chicken 


Publisher: Mindscape 
Issue Reviewed: October 1993 
Memory: 1Mb 

Price: £26.99 


Although not as good-looking as some of the recent 
flock of platform games, Alfred scores over many of its 
rivals by simply being incredibly playable. There are 
tons of secret rooms and bonuses to find and, generally 
speaking, you'd be hard pushed to find a better no- 
nonsense platform romp. 


Alien Breed 2 


Publisher: Team 17 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 


Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain’s leading Amiga developers. It’s more of the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, busier and blastier. Some have complained it’s 
too easy, though... 


Battle Isle ‘93 


Publisher: Biue Byte 
Issue Reviewed: August 1993 
Memory: 1Mb 

Price: £29.99 


if you liked Battle Isle you'll love this. It’s basically 
more of the same but with an enhanced control 
interface ripped from Historyline. Once again you have 
to pit your armies of tanks, troops and spacefighters 
against the enemy. For those of us who thought we’d 
never enjoy a strategy game it’s a godsend. 


Beneath a Steel Sky 


Publisher: Virgin Interactive 
Issue Reviewed: November 1993 
Memory: 1Mb 

Price: £29.99 


Revolution’s latest has been produced in collaboration 
with comic artist Dave Gibbons, and if ever there was a 


stunning graphic adventure which might lack 
humour compared to Monkey Island — but more 
than competes in every other department. 


match made in heaven, then this is it. The result is a 


Body Blows Galactic 


Publisher: 

Team 17 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 


Yet another sequel from Team 17 which does for street 
fightin’ what Alien Breed 2 does for bug huntin’. Body 
Blows Galactic is the business, boasting much 
smoother animation — the characters no longer move 
like the puppets from Thunderbirds — faster action, 
animated backgrounds and enhanced sound effects. 


Brutal Sports Football 


Publisher: Millennium 
issue Reviewed: November 1993 
Memory: 1Mb 

Price: £25.99 


It’s been a long time since Speedball 2 set the pace in 
fantasy sports games, and while Brutal Sports Football 
doesn’t quite make the Bitmap game obsolete it’s a 
worthy companion piece. It’s extremely violent, with 
spurts of blood flying everywhere and even the 
occaisional decapitation. You have been warned... 


Bubba ‘n’ Stix 
Publisher: Core Design 
Issue Reviewed: January 1993 
Memory: 1Mb 

Price: £25.99 


Another platform game from Core Design? Surely not! 
We shouldn’t moan, though, especially if they're as well 
designed as Bubba ‘n’ Stix. Yes, it’s a bit short, but it’s 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there’s a brilliant vein 
of humour running through it all. Fantastic stuff, when 
all's said and done. 


Cannon Fodder 


Publisher: Virgin Interactive 
issue Reviewed: December 1993 
Memory: 1Mb 


i Price: £29.99 


War, according to the Sensible boys, has never been so 
much fun, and we have to agree — Cannon Fodder is 
one of the most enjoyable games we've played in 
yonks. It may look like a fairly simple run-around and 
blast affair, but there’s a surprising amount of strategy 
needed if you’re to make it through to the end. 


Ch’ship Manager Italia 


Publisher: Intelek 
Issue Reviewed: March 1994 
Memory: 1Mb 

Price: £17.00 


Although the main difference between this and the 
other Championship Manager games is that you get to 
take control of clubs with funny names, the reduced 
price and increased running speed earn this a 
respectable mark. Novices may have a bit of trouble 
getting to grips with it but for the rest of us it’s fab. 


Dune 2 


Publisher: Virgin Interactive 


Issue Reviewed: July 1993 
Memory: 1Mb 
Price: £30.99 


From Westwood, the people who brought you the 
highly-regarded Kyrandia, comes this, a very playable 
and beginner-friendly strategy game in the Sim City 
mould. Harvest spice, fight rival houses, become ruler 
of Arrakis and have fun. This is good stuff for strategy 
buff and novice alike. 


F1 


Publisher: Domark 

Issue Reviewed: February 1994 
Memory: 1Mb 

Price: £25.99 


From the French geezers who brought you Vroom 
comes this, the official F1 licence. To be honest it’s 
basically Vroom all over again but slightly faster, (as if 
it needed to be!) and with a superb two-player mode. 
Although not realistic enough to satisfy a true F1 buff, 
it offers incredible thrills and spills to the arcade lover. 


Frontier: Elite 2 


Publisher: GameTek 

Issue Reviewed: November 1993 
Memory: 1Mb 

Price: £34.99 


We've waited a long, long time for this, but it’s been 
worth every minute of it. Frontier is, quite simply, the 
game you bought your Amiga for. Admitted, it’s not the 
most ‘beginner friendly’ game ever, and it takes a while 
to get its hooks into you, but when it does it won't let 
go for years. A must buy. 


Fury of the Furries 


Publisher: Mindscape 
issue Reviewed: January 1993 
Memory: 1Mb 

Price: £29.99 


A puzzie/platform game very similar to The Lost Vikings, 
Fury of the Furries offers 100 levels of mind-bending, 
reflex-testing action as you use your three cute Tinies in 
various permutations to reach each stage’s exit. Believe 
us, it’s as addictive as hell. 


Genesia 


Publisher: Mindscape 
Issue Reviewed: January 1993 
Memory: 1Mb 
Price: £29.99 


This is a huge ‘society building’ game very similar to 
The Settlers. Starting off with a tiny tribe of people, you 
must use their various skills to build a thriving 
civilisation. It’s not as easy to get into as The Settlers, 
but offers greater rewards for those who persevere. 


RECOMMENDED 


Gunship 2000 


Publisher: MicroProse 
Hhlan Static ks. Issue Reviewed: July 1993 
sag TPT? ROUDITON 7 Memory: 1Mb 
sepurerion inietowes Price: £34.99 
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CUMS Sebi mo ins | Have we had to wait for this one! Don’t worry, though, 
it’s been worth it. Once again the ‘Prose people have 
come up trumps with what is undoubtedly THE 
helicopter sim on the Amiga. Super-fast contoured 
landscapes, wingmen, oodles of firepower and long- 
term challenge make this a delight to play. 


Heimdall 2 
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Publisher: Core Design 
Issue Reviewed: April1994 
Memory: 1Mb 

Price: £34.99 


Heimdall 2 is without a doubt, the best of its kind. It's 
got just the right balance between action, adventure 
and puzzle solving with a smattering of humour in all 
the right places. Blood, runes, orcs and great dollops of 
magic will keep you on Loki’s trail, in the company of a 
fetching Valkyrie saucily-named Ursha. 
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Hired Guns 


Publisher: Psygnosis 

Issue Reviewed: September 1993 
Memory: 1Mb 

Price: £29.99 


You may not think you like RPGs but if so then you 
probably haven't played Hired Guns — it truly is an RPG 
for everyone. Using a Dungeon Master-style control 
system you must guide four futuristic mercenaries 
around complexes blasting all and sundry and solving 
puzzles. Violent and fun 


Jurassic Park 


Publisher: Ocean 

Issue Reviewed: October 1993 
Memory: 1Mb 

Price: £26.99 


An Ocean film conversion with not a platform in sight? 
Shurely shome mishtake? Nope — taking a pinch of 
The Chaos Engine and mixing it with a couple of 
spoonfuls of Legends Of Valour, JP turns out to be a 
game worthy of the licence, with arcade action a-plenty. 
Deserves to be a smash. 


K240 


Publisher: Gremlin 
Issue Reviewed: May 1994 
Memory: 1Mb 
Price: £29.99 


The best strategy game since Dune 2, K240 is a bit like 
Populous with asteroids. From your base-asteroid it's 
up to you to discover more, colonise ‘em, exploit ‘em, 
and defend everything you've got against aliens in a 
race for galactic domination. Build fleets, blast aliens, 
mine stuff. The gameplay is brilliant and we love it. 


Liberation: Captive 2 


Publisher: Mindscape 

Issue Reviewed: December 1993 
Memory: 2Mb (CD32/A1200 only) 
Price: £34.99 


Yes! Here it is — the first CD32 game to Recommended 
And deservedly so — Liberation is a brilliant, 
atmospheric RPG with one of the sexiest intros 
you're ever likely to see. Really shows off 
Commodore's capabilities to the full. 


RECOMMENDED 


The Lost Vikings 


Premier Manager 2 


Publisher: Gremlin 
Publisher: Interplay issue Reviewed: September 1993 
Issue Reviewed: June 1993 Memory: 1Mb 
Memory: 1Mb Price: £25.99 
Price: £25.99 It’s not every day you hear us raving about a football 


The Lost Vikings is an arcade adventure. You have three 
characters under your control, each of which has 
different abilities, and you have to use them in the right 
order to solve the puzzies. And we reckon it’s one of the 
best of last year’s releases. 
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Mega Motion Puggsy 


management sim, so when we do you can bet it will be 
pretty special — as Premier Manager 2 is! It’s full of 
features and options, yet still marvellously easy to get 
into and play. If you fancy taking your team to the top of 
the league then here’s where to come 


Publisher: Black Legend Publisher: Psygnosis 
issue Reviewed: April 1994 Issue Reviewed: March 1994 
Memory: 512K ; Memory: 1Mb 

Price: £19.99 ‘ Price: £34.99 


One of the most rewarding and brain-teasing games 
we've played for ages. The concept is simple and the 
animation fab. It reminds us a bit of Boulderdash but 
it’s not derivative. Only available as part of a two-pack, 
the other game being Statix which we rate at 84% and 
just misses its own entry. Stonkingly good value. 


On the surface, Puggsy looks like a slow platformer 
with not much going on, but if you spend a few minutes 
learning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover a 
beautifully animated arcade adventure with fantastic 
graphics and sound. 


Microcosm Qwak 

Publisher: Psygnosis Publisher: Team 17 

Issue Reviewed: January 1993 Issue Reviewed: November 1993 
Memory: 2Mb (CD32 only) Memory: 1Mb 

Price: £TBA Price: £12.99 


Okay, so basically it’s little more than a basic 3D shoot- 
‘em-up in the Space Harrier mould, but as far as 3D 
shoot-’em-ups go it’s just about the best-looking one 
you could possibly imagine. And it plays pretty well too, 
although the joypad doesn’t half make your thumb sore. 
All it really lacks is variety. Ah well 


Micro Machines 


Publisher: Codemasters 

Issue Reviewed: October 1993 ; 
Memory: 1Mb : : : ; 
Price: £25.99 3 


No-one guessed that the Codies would beat Team 17 in 
the top-down racer Grand Prix but by golly they have! 
Although Micro Machines isn’t quite as groovy in one- 
player mode as Overdrive, it compensates for this by 
having the best two-player action you’re every likely to 
see. It’s got to be played to be believed. 
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Mortal Kombat 


Publisher: 
issue Reviewed: 


Virgin Interactive 

January 1993 

Memory: 1Mb 

Price: £34.99 

Top marks to Virgin and Probe Software for coming up 
with arguably the most accurate coin-op conversion 
seen in a long time. Everything from the arcade original 
is here - the graphics, the sound and, most importantly, 


the gameplay (‘the gore’ surely? — Ed). Could rank as 
the best beat-’em-up on the Amiga.. 


Overkill 


Qwak may be ‘just’ a budget title but it’s completely 
brilliant which is why it’s found a home here amongst 


the Recommendeds. It’s a one- or two-player Bubble 


Bobble-style game, with the aim being simply to amass 
points on your platform-filled odyssey through the 
kingdom of cuteness. Simply marvellous. 


Second Samurai 


Publisher: Psygnosis 
Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £29.99 


Although perhaps looking a little too similar to the 
original First Samurai, this sequel is a far better game. 
The hero doesn’t move quite a fluidly as he used to but 
he’s still pretty nifty with his sword, and the tighter level 
design and less oblique puzzles make for a much more 
entertaining experience all round. 


The Settlers 


Publisher: Biue Byte 

issue Reviewed: December 1993 
Memory: 1Mb 

Price: £34.99 


imagine Little Computer People cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. It’s your typical God game 
(build an empire, keep your folks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Very user-friendly 


Skidmarks 


Publisher: Mindscape Publisher: Acid Software 
Issue Reviewed: October 1993 issue Reviewed: January 1993 
Memory: 2Mb (A1200 only) Memory: 512K 

Price: £25.99 Price: £25.99 


An A1200-only game which actually makes use of all the 
32 bits, Overkill is the most intense blaster you’re ever 

likely to come across. It’s basically Defender with a 
few gameplay tweaks, so for shoot-em-up purists 
it’s the equivalent of heaven. May be a bit short for 
some, though. 


mode. 


If you have fond memories of Super Off-Road then 
prepare to have them rekindled with this, a superb racer 
viewed from a similar ‘isometric’ perspective. Although 
a bit of a duffer when played alone — the computer cars 
are crap to say the least — it’s brilliant in two-player 


Simon the Sorcerer 


Publisher: AdventureSoft 

Issue Reviewed: February 1994 

Memory: 1Mb 

Price: £34.99 ) " 
Brits AdventureSoft take on the American might of ° 


LucasArts and Sierra with this humourous graphic 
adventure. Obviously intended to be a Monkey Island 2 
beater, it comes close to succeeding. However the 
interface doesn’t quite surpass Lucas Arts’ and the 
puzzles are tough — but don’t let that put you off. 


Soccer Kid 


Publisher: Krisalis 

Issue Reviewed: September 1993 
Memory: 1Mb 

Price: £26.99 


Well, well, well. Just four months after we screamed 
that Superfrog was the best Amiga platform game ever, pus. 
along comes Soccer Kid and we have to change our a 
tune. It’s nothing short of brilliant — gorgeous to look 
at, sweet on the ears, and boasting some of the slickest 
gameplay we've seen in a long time. Buy it! 


Space Hulk 


Publisher: Electronic Arts 
issue Reviewed: October 1993 
Memory: 1Mb 

Price: £31.99 


At last — a conversion of a boardgame that doesn’t 
simply recreate the board in DPaint! Instead, Space 
Hulk takes all the best bits from the original game and 
bungs in a whole load of extra computer effects to 
create one of the most atmospheric strategic-blasters 
we've seen in ages. Completely ace. 


Stardust 


Publisher: Bloodhouse 
Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £16.99 


An unbelievable bargain at the price, Stardust is the 
ultimate Asteroids clone. The graphics have to be seen 
to be believed and it plays as well — maybe even better | 
— than it looks. Along with the stunning 3D sub-game 
breaking up the rock bustin’ between levels, this is a 
feast you just have to treat yourself to. 


RECOMMENDED 
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Syndicate 


Publisher: Electronic Arts 
Issue Reviewed: July 1993 
Memory: 1Mb 

Price: £26.99 


Cross Bladerunner with a Sam Peckinpah movie and 


861 what do you get? Syndicate. From Bullfrog, this isn’t 


perhaps quite in the same league as Populous 2 or 
Powermonger but it’s damn fine all the same, especially 
if you like your computer game violent gory and 
realistic. Dead smart. 


Uridium 2 


Publisher: Renegade 

issue Reviewed: November 1993 
Memory: 1Mb 

Price: £26.99 


The C64 classic comes to the Amiga in style, souped-up 
beyond belief with 32-colour graphics, 50-frames-per- 
second action, multi-way scrolling, power-ups and all 
the other good things you've come to expect from a 
90’s shoot-’em-up. It’s very tough, but for die-hard 
blasting fans it’s a dream come true. 


Wiz ‘n’ Liz 


Publisher: Psygnosis 

issue Reviewed: November 1993 
Memory: 1Mb 

Price: £26.99 


Originally a Mega Drive game, this cutesy race-'n’- 
collect-’em-up is perhaps a little too simplistic to be 
worth buying if you’re going to be playing it alone — 
you’re likely to get bored of it long before the end ever 
comes into sight — but it’s great value if you've got a 
friend who can join in the fun. 


Zool 2 


Publisher: Gremlin 
Issue Reviewed: January 1993 
Memory: 1Mb 

Price: £26.99 


Yet another sequel wangles its way into these 
Recommended pages. Despite being more of the same, 
this is far superior to the original — Zool now has much 
more character, is much better animated and is a lot 
more enjoyable and less frustrating to control. You can 
even play as Zooz, Zool’s girlfriend! 


COMPETITION 


Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 


(1) How many of the Recommended games have scored 85% or over? 
(2) How many times does the word 'Git' appear in these Recommended pages? 


(3) How many of the Recommended games are rated 94%? 


Answers on a postcard or back of a sealed envelope by June 28th to the following address: 
All-new Recommended Compo 4, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. The 


first ten entries drawn from the hat after the closing date win! 


THE ALTERNATIVE EUROPEAN COMPUTER TRADE SHOW REPORT. 
By Matt Broughton. 


SUNDAY 10th April — Day ONE 


7:30 (Alarm goes off) “Sod off.” I say. “It's 
Sunday.” 


7:50 (Snooze alarm goes off) “Oh crap.” | say. 
“It's ECTS!” 


9:30 Get to Business Design Centre in Islington 
wearing a left-over suit from my days as a sales- 
man. Bump into hundreds of people | know who 
don't recognise me because they're not used to 
seeing yours truly in anything other than T-shirt 
and jeans. Even Simon ignores me. After prod- 
ding a few industry mates, | get a patronising 
“Oh, Matt, don’t you look smart!” that will no 
doubt hound me for the next three days. Simon 
bloody Byron and his ‘great’ ideas. “I want us to 
look smart this year,” he said, “it'll be good for 
The One’s image.” Yeah, sure. | wonder how con- 
cerned about our image he’ll be when he’s get- 
ting smashed out of his face and drooling down 
himself at the bar. 


70:00 - 13:00 Select any of the following 
sentences and put them in a random order to 
get a realistic idea of what it’s like at the ECTS: 
1. Hello, who are you? (Normally accompanied 
by much semi-casual ‘trying to read name tags 
without being too obvious’. End result — every- 
one thinks you‘re a hunchback). 

2. Hello lady, who are you? Oh, and you always 


sounded so attractive on the phone. (Known as 
the ‘Wasted flirt’ manoeuvre). 

3. Hello, have you got any products that we 
haven't already known about for the last seven- 
teen months? No? Oh, there’s a shock. 

4. Hello, what's that, then? Can we have the 
cover disk? (Commonly referred to as ‘The Andy 
Nuttall subtle approach’). 

5. Hello, I'm bored with this already. Shall we get 
plastered at the bar on your expenses. (Known 
simply as ‘Simon Byron’). 


13:00 - 14:30 Get plastered at bar on someone 
else's expenses. (Fan-tastic!). 14:30 does not 
mark an end to lunch — they simply stop selling 
dodgy ham sandwiches for £50 a throw at this 
point — the bar stays open all day long. Today’s 
luncheon highlights include Simon ‘impressing’ 
two young ladies from Future Publishing by 
being ‘very silly indeed’, and an emotional 
reunion with some fat bloke called Gary Whitta. 
Or something. 


15:00 Bump into that hippy chick Carol from 
Empire and grab a cover demo of Empire Soccer 
for the July issue. Hurrah! 


15:30 - 18:00 The same as before, with periodic 
visits to the System Three stand to gawp at page 
three models. This is also a time traditionally 


spent trying to blag tickets to as many parties as 
possible. | stay very close to Simon, who is 
acknowledged to be best at this. 


78:00 Damn! There are no parties tonight. 
Fortunately everyone scrambles to The Slug and 
Lettuce, where alcohol is readily available. 
Although Gremlin avoided ECTS itself, they kind- 
ly agree to come down the pub and even more 
kindly to finance our drinking habits all night 
long. | love Zool. No, really... you're my best 
mate, you are. 


20:00 As the lager courses through our veins, we 
loosen up a bit and agree to a joint venture with 
Gremlin and sister publication PC Review. This 
involves answering a set of important questions 
on moral and ethical issues such as, “So who do 
you fancy, then?”, “What's the most embarrass- 
ing thing you've done?” etc. etc. Cilla Black 
would have a field day if she caught whiff of 
some of this stuff. 


22:30 Everyone realises they've got another two 
days of this and bugger off home in cabs. I'm 
too, er... happy, to know what's going on, and 
have to sit through all twenty two stops on the 
District Line. Tower Hill... Upney... Dagenham 
Heathway... Hornchurch... oh God, wake me up 
when we're home... 


MONDAY 11th April — pay Two 


12:00 Bit of a late start this morning due to 
delivery of new ‘space desks’ at the office — we 
all get a bit excited and have to pop in and run 
around in our underwear for a while. Feel a bit 
of a berk as | forgot that Simon told me |! didn’t 
have to wear my suit today (wonder how | for- 
got that? And how did that turnip get into my 
bedroom?). Grab a cab back to the splendour of 
ECTS just in time to... 


13:00 Get plastered at the bar on someone else's 
expenses. God | love being this alive. 


14:00 Bump into our mates from Millennium and 
sort out the review of Pinkie for our next issue. 
Hurrah! 


15:00 Trundle down to see our mates at 
Software Business who have made the excellent 
decision to rent out entire bar for the day and 
lay on free beer, food etc! | love Club Football. 
No, really... you’re my best mate, you are. Me 
and Simon have such a great time that when it 
comes to go to our next appointment, we send 
Andy instead. Brilliant! Of course, we have a 
beer in Andy's honour. Well a couple, actually. 
Oh yes, and some king prawns (which is quite 
apt when you think about Andy, really). 


15:30 Clinch the EXCLUSIVE cover demo of Club 
Football for July disks. Hurrah! 


16:30 Slink back to ECTS and spend afternoon 
trying not to giggle whenever Andy asks how 
our appointment was. A quick stop at the 
System ‘arooga!’ Three stand which has, for 


some strange reason, become a sort of male 
meeting place. Learn from a passing colleague 
that there are tickets available for one of our 
competitor's parties. You know us — always love 
a challenge. 


78:00 MAYDAY! MAYDAY! A major ‘not getting 
into the party’ situation occurs! Yep, ye olde 
competitor smelt me coming a mile away (could 
be the suit?) and is enjoying making me look 
silly at door, when PC Review’s Christina Erskine 
rushes to my aid. A bit of heavy negotiating 
later and I’m in. Spend the next half-hour gloat- 
ing and walking past guy at the door drinking 
large barrels of HIS beer. For FREE! Ah ha ha... 


21:00 Only three hours into the drinking and 
things are already livening-up. The guy throwing 
the party (who I’m still busy gloating at) certain- 
ly knows how to entertain his guests, and has 
provided a ‘Bucking Bronco’ machine surround- 
ed by beer-proof inflatable cushions. No-one 
wants to know about it when they first come in 
but a few sherberts later you can't keep ‘em off 
it. Simon “power thighs’ Byron leads The One 
team, while Martyn ‘large and ungainly’ Brown 
does his best for the Team 17 stable. Oh dear, | 
think we'd best return later... 


21:30 The party has a roulette table and every- 
one gets £100 of pretend money to squander. 
I'm a bit of a weed at gambling and spend 
about an hour winning and losing in dribs and 
drabs. At one point I'm ‘lucky’ enough to be 
next to Dexter ‘apples and pears, who wants it, 
then geeza’ Fletcher, who breaks the world 


record for talking non-stop without drawing 
breath. In a moment of madness | risk 
everything on black (because that’s what Wesley 
Snipes told me to do). It comes up, not surpris- 
ingly, red. There's a lesson there, kids. 


22:30 Back at the Bucking Bronco, Simon and 
Martyn have completely taken over. The lack of 
competition is explained by the fact that one of 
the advertising girls from CU Amiga nearly had 
her head taken off, accompanied by an impres- 
sive ‘thud’, which scared any would-be cowboys 
right out of it. Steve ‘The Man From Zool’ 
McKevitt does his bit, spending ten minutes 
showing exactly how hard it is to get onto the 
thing, let alone stay on it when it starts 
spinning round like a big, er... spinny thing. 


23:30 Oh dear, it’s all gone horribly wrong. ! 
meant to be home by now, snuggled up in bed 
with a hot mug of cocoa and a good book. 
instead | find myself in the bar of the Holiday 
inn, with a pint of something strangely familiar 
before me. The hotel staff seem none too 
impressed but that’s what you get when tons of 
‘computer games’ people stay in the same hotel. 
Everything hereafter is a bit vague, but | remem- 
ber carrying David Upchurch around (not easy, | 
can tell you) and having a ‘blowing raspberries’ 
competition with Martyn Brown. The best bit 
was when Mr Upchurch started ‘removing’ bot- 
tles from the bar. Or was it when Simon got 
caught putting them back again? (Something to 
do with drunken horde screaming “Do it now, 
Simon!” possibly. Do trains still run from 
Liverpool Street after 1:00am? 


TUESDAY 12th April — DAY THREE 


Stay in bed. 
Can't wait ‘till next September, then we can do 
it all again! Next month we'll be dissecting 
our livers and trying to remain cheerful. 


) 


FOR ALL AMIGAS (1 meg of memory required) £25.99 
Renegade, Cl Metropolitan Wharf, Wapping Wall, London E1 9SS 
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“Trouser-wettingly 
fantastic... This is the 
Closest an Amiga 
owner is going fo 

get fo owning a 
- high-spec arcade 
achine” -The One 
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MEGA-CD 


, outstanding moves, 


and breath-taking skills, all MASTER SYSTEM 


hallmarks of the most famous 
football tournament in the World, SUPER NINTENDO 
all ingredients of the GREATEST ~S yaagege 


football game ever - U.S. Gold’s 
CD-ROM 


World Cup ‘94™. 


World Cup ‘94 is not a kick 
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WorldCup 94 


about in the park, it’s the greatest 


test of football skill, strategy and 


ever devised. 


Hard to believe? 


| WorldCupUSA94 


Play the game and 


prove it to yourself! 
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©1991 WC '94/ ISL. ©1992 WC '94 / ISL. ©1994 U.S. Gold Ltd. All rights reserved. Official Licensee U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 3366. U.S. Gold is a registered 
trademark of U.S. Gold Ltd. ‘SEGA’ ‘MEGA DRIVE’ ‘MEGA-CD’, ‘GAME GEAR’ and ‘MASTER SYSTEM’ are trademarks of SEGA Enterprises Ltd., ©1994 SEGA Enterprises Ltd. Nintendo® 
Super Nintendo Entertainment System™, GAME BOY™, and the Nintendo Product Seals are trademarks of Nintendo. Screenshots are from various formats and are illustrative of gameplay and not the screen 
graphics which may vary considerably between formats 
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